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Editorial 


We've taken the plunge! RESET 
Magazine will now be produced bi- 
monthly. In the period from the re- 
lease of the first issue until now we 
have been busy regrouping and reorg- 
anizing our resources. Starting with 
this issue we will be releasing RESET 
Magazine every two months rather 
than on our previous quarterly basis. 
Those readers with subscriptions will 
of course be receiving the same number 
of issues that they signed up for. 

From the comments received about 
the first issue, it is obvious that ST 
owners are ready for a magazine such 
as RESET, which focuses more on how 
to use the products available, in order 
to get the most out of their ST. 


time and effort to write to us at RESET. 
We carefully read and discuss all the 
comments and criticisms that we 
receive. Many of the changes in this 
issue are a direct result of readers’ 
comments. Please keep those com- 
ments coming. 
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This issue we have greatly expanded 
the survey card. The response from the 
first issue was very positive, and this 
time we have added more questions to 
the survey. Please help us by taking 
the time to complete and return the 
survey card along with your comments 
and criticisms. With your input we can 
ensure that RESET Magazine presents 
the information that you want to see, in 
the style that is most useful to you. 
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This issue’s feature section, 
Plugging Your ST Into The World, 
demonstrates ways to get the most out 
of your ST in regards to data transfer, 
and interfacing with other operating 
systems and peripherals. 

We also introduce four new columns 
this issue. We at RESET feel that the 
use of regular columns is the best way 
to categorize and disseminate news and 
general information. The New User 
will help introduce the ST to new own- 
ers, and will also offer a few tricks to 
experienced users as well. The Tattler 
will act as a focal point for adventure 
game tips and news. Atari In The Great 
W hite North will keep readers informed 
as to the activities of the ST community 
in Canada. Doctor's Orders will feature 
entertainment software: nothing too 
heavy here. 

We hope you enjoy these new col- 
umns, our other regular columns, our 
feature section, and our other features 
and reviews. Drop us a line to let us 
know what you think. 

I would like to take this opportunity 
to thank all the readers who took the 


Submissions to RESET Magazine 


are welcome. A complete Author’s 
Guide is available on request. = 


bios flop 


Bob Thompson 
Editor-In-Chief 
RESET Magazine 


Production of RESET Magazine 


RESET Magazine is produced with ST 
computers. Raw text is generated by 
authors on various ST word processors 
and submitted. The text is electronic- 
ally edited, then converted into Pub- 
lishing Partner format. The pages are 
then created using Publishing Partner 
and laser printed. After the laser prints 
are proofed, they are fixed onto art- 
boards. Any conventional artwork is 
pasted on the final artwork, The boards 
are then marked up with priiters’ 
instructions, and sent out for filmwork 
in preparation for printing. 


RESET Magazine is an independent periodical which is in no way affiliated with ATARI Corp. 
ATARI, 1040ST, 520ST, ST, are registered trademarks of ATARI Corp. All references made to 
Atari products, as well as other products, are trademarks and should be so noted. 
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without expressed written consent. Request for permissions should be sent to: 
Permissions Manager, RESET Magazine, P.O. Box 15866, Stn. ’F’, Ottawa, Ontario, Canada, K2C 387. 
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Compiled by Chris Karson 


The Mailbag is provided as a forum for readers to 
voice their opinions, concerns, and suggestions 
regarding RESET Magazine, Atari Computers, 
hardware, software, and anything else that may be of 
benefit to other readers. 


Please feel free to write to Chris Karson at the 
following address: 


Mailbag 

RESET Magazine 
P.O. Box 5273 
Station "F’ 
Ottawa, Ontario, 
Canada K2C 3H5 


First off, I would like to thank all of the readers who 
took the time to send in those survey cards and suggest- 
ions -- each one is read and carefully considered. We 
have implemented many reader suggestions already. 

In this issue’s mailbag, we received many helpful tips, 
including requests for more application software reviews, 
and more articles like Bob Thompson’s Publishing 
Partner ‘epic’. One reader kindly pointed out that some 
columns trod on the same ground. Then we got some, 
well, interesting comments.... One reader suggested that 
one of our columnists would be "better off helping out 
with School Bus Computing". While we received lots of 
praise for the Publishing Partner article, an anonymous 
reader writes: "[RE: Publishing Partner article] Who 
wants it? What’s so great about desktop publishing -- big 
noise, much smoke, no use!!!". 


Okay, enough said! Now on to some Q’s and A’s! 


Dear Chris: 

How about help on installing a 5.25 inch floppy on the 
ST?I now have PC-Ditto, and using a double-sided IBM 
drive with this program would be a tremendous asset! 


If you are technically adept, you may want to take a 
look at Nobby Obukuro’s article on the topic, Connecting 
A 5.25" IBM Drive To The Atari ST, in this issue. 
Currently, there are also two commercial 5.25 inch drives 
available for the ST that we know of: Paradox’s Micro- 
byte, and I.B. Computers’I.B. Drive. There is alsoa 


cable available from Arthur E. Brown Co. that will 
interface existing IBM drives. 


Dear Chris: 

Overall, I find RESET to be afine magazine, and an 
excellent premiere issue. Personally,I'd like to see some 
articles or reviews on interfaces or cables that can be used 
to interface aVCR with the ST for animation and 
recording titles. 

Barry Summer, 
Washington, D.C. 


Thank you for your kind words, Barry. Antic Software 
will soon (early 1988) release video sequencer software to 
interface with Sony’s low-cost 8mm video hardware. As 
soon as more information becomes available, we will pass 
it on. 

Dear Chris, 

Keep up the good work! Love the magazine's concept. 
At last!A Canadian glossy for the ST. How about an 
article on BBSs -- accessing, downloading, etc.? There's 
not much written info. 

Oliff 


Oakville, Ontario 


Dear Chris: 

I work in a small computer store here in Stratford. 
When the first issue of RESET Magazine came in yester- 
day, I was pleased to see not only anew magazine dealing 
with the ST, but a Canadian publication at that. I was 
especially pleased to see your very thorough and inform- 
ative article about Publishing Partner. 

Nancy Hastings-Trew 
Stratford, Ontarie 


Besides complimenting the magazine, Nancy mentioned 
aproblem she was having with Publishing Partner and the 
Atari SMM804 printer when using the public domain fonts 
Hudson, Columbia, and Saturn. A call to Softlogik could 
reveal no reason for this problem. Although this may not 
help solve Nancy’s problem, some tips about Publishing 
Partner fonts are in order. Both a screen font and a printer 
font are required for a printout. There have been upgraded 
versions of the fonts that are not compatible with the older 
fonts. A commercial Times printer font is now available. 
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Comdex In 
Las Vegas 


The most recent COM puter Dealers’ EX hibition was 
held in Las Vegas this past November. The only thing 
more noticeable than the milling throngs of people was 
the plethora of new products on display for the Atari 
family of computers. Our report is divided into two 
sections: one dealing with Atari Corp. and the other with 
the many third-party manufacturers. 


Atari Show And Tell 


At the Comdex show, Atari made official announce- 
ments about a number of new products, including the 
Abagq supermicro, a CD-ROM player, the MOSES 
PromiseLAN network, several IBM PC compatibles, and 
some advanced software systems. Here are the details, as 
per Atari press releases. In some cases technical inform- 
ation is provided, but not explained. Don’t worry; if you 
don’t know what it means, it probably doesn’t matter to 
you anyway. 


Abaq Supermicro 

Atari has demonstrated the Abaq, a new and extrem- 
ely powerful computer in its future lineup. The Abaq is a 
transputer system, capable of true parallel processing 
(performing several tasks simultaneously). Speeds rang- 
ing from 10 to 130 MIPS (million instructions per second) 
are possible with the Abaq (depending on how many 
transputers are connected). The Abaq is a RISC (Reduced 
Instruction Set Computer) technology machine, using the 
Inmos T- 800-20 processor, which can be daisy chained 
for more parallel processing power. 

Graphics power is comparable to processing power: 
four graphic modes range from 1280x960 in 16 colours, 
1024x768 in 256 colours (640x480 with 2 screens) to 
512x480 in 1.6 million colours. 

The Abag runs under a UNIX-like operating system 
called Helios, and will have emulators that will allow it 
to run MS-DOS programs significantly faster than a 
PC-AT. 

What does all this mean to you, the average Atari user? 
For most, absolutely nothing. Except that Atari is about 
to introduce one of the finer high-end workstations 
available, which will surely raise the credibility of the 
company. 


CD-ROM Player 
The fabled CD-ROM player was announced, and 
given a February release. It will be both a compact disc 


The long awaited Atari CD-ROM was shown (on left). 


player and CD-ROM reader, making it easy to kill two 
birds with one stone and justify high quality sound for 
your audio system. It was seen running Groliers 
Encyclopedia, and the Facts On File Visual Dictionary, 
and used a remote control hand unit for ease of operation. 
The player will have a 540 megabyte storage capacity and 
will sell for under $600 U.S. (i.e. $595). 


Moses PromiseLAN 

PromiseLAN, in spite of the silly name, could turn 
out to be the network that makes everybody happy all the 
time. A LAN is a Local Area Network. It follows the 
NETBIOS standard, providing compatibility with numer- 
ous products (IBM-type). In addition, it provides a gate- 
way to Appletalk, Apple’s proprietary network system. 
Theoretically, at least, PromiseLAN could be used to link 
IBMs, Macintoshes, and Ataris together in one big happy 
family. 

PromiseLAN uses a star configuration to connect up to 
17 PCs using standard telephone wire. Standard data 
transfer rates are one megabit/second, and 250 kilo- 
bits/second to and from Appletalk. Record locking is 
provided. 


Atari PC- Compatibles 

Two new PC compatibles are being introduced by 
Atari, the PC2 and the PC4 to go along with the current- 
ly available (in Canada) PC1 computer. 

The PC2 is an XT type machine, providing a software 
selectable clock rate of either 4.77 or 8 Mhz. Graphic 
modes supported as a standard feature include EGA, 
CGA, and Hercules monochrome. It comes with 256k of 
display memory, and 512k of system memory. A socket is 
provided for the 8087. Five XT type expansion slots are 
available. 

The PC4 is an AT class machine, clocked at either 8 or 
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12 Mhz with 0 wait states. It provides the same features 
as the PC2, with the following additions; VGA support is 
provided, system memory can be increased to 1 Megabyte, 
four AT type expansion slots are available, and a socket 
for the 80287 is standard. 


Idris Multi-Tasking, Multi-User OS 

For the power user, Atari is introducing both a new 
operating system and a desktop publishing workstation. 

IDRIS, a UNIX-style operating system, has been 
ported to the ST. IDRIS is a multi-user, multi-tasking OS 
which can easily support networks and office work 
groups. Six software packages are being released for the 
new OS, including Crystalwriter Plus and Crystal 
Document Management System, Word Era, Fusion 
Network, and Lex P*D*Q and LEXET. 

The IDRIS system gives the ST the title "the lowest 
cost workstation network available". The software titles 
being released are definitely in the "power" software 
class. Crytalwriter Plus, in particular, is an object- 
oriented, multi- user word processor. It provides 
WYSIWYG, mail merge, spelling correction, and auto- 
matic formatting, and comes with a library of predefined 
formats. Facilities are also provided to allow groups of 
people to work on the same document, and combine their 
work easily and quickly. That this kind of power is avail- 
able now for the ST is phenomenal. The price, however, 
may turn out to be phenomenal as well. The IDRIS oper- 
ating system sells for $800 U.S. However, when looked at 
in comparison with other workstation designs and prices, 
it is extremely reasonable (positively cheap!). 


Desktop Publishing From ATARI 

Atari has made official announcement of a "desktop 
publishing” system. This system consists of a Mega 2 or 
4 computer, monochrome monitor, and the new Atari 
laser printer. It will sell for roughly $4000 U.S., depend- 
ing on the model of Mega selected. Atari will not provide 
proprietary software for the machine; rather, it will rely 
on third-party publishers such as Softlogik (Publishing 
Partner), Microsoft (Write), and G.O. Graphics (Deskset). 


The new Atari SLM804 laser printer, now available, is 
a standard 300dpi engine that can print eight pages per 
minute. This printing rate can actually be achieved on 
the Atari, due to the fact that all processing of the page 
description takes place within the Mega. Here’s a quick 
explanation: 

Standard laser printers have at least 512K of memory, 
in which the information coming over the printer inter- 
face is transformed into a bit map of the page. When you 
consider that the standard resolution of a printer is 
300dpi, and each pixel requires a bit of memory to be 
stored, that works out to over JOK for each square inch of 
page. Remember there are over 88 square inches ona 


standard 8-1/2 x 11 letterhead, for a total of more than 
880K to store a sheet of paper! The Mega tackles the pro- 
blem by storing the page map in the computer, thereby 
reducing the cost of the printer because the printer no 
longer needs to have a computer system in it. The lack of 
internal processor and memory make for substantial sav- 
ings in the purchase of the printer. As an added benefit. 
the processing of the page (the creation of the bit image 
can take place much faster inside the ST than the stand- 
ard processor in a laser printer could manage, thereby 
increasing the number of pages that can be printed per 
minute. 


In The Rumour Mill... 

Although not officially announced at Comdex, Atari 
hinted that they would continue to support the 68000 line 
of PCs (The Mega and ST series) with possible 68020 
(Apple’s MAC II is based on this processor) or 68030 (2-5 
times faster than the 68020) microprocessors. These 
machines would feature increased speed and graphic 
resolution and complete compatibility with current ST 
machines! 

Atari also alluded to an 80386 based IBM PC compat- 
ible. The PCS, should it ever emerge from the vapour, 
will appear in 16 and 20 megahertz versions. 

Blitter and TOS upgrades for existing 520 and 1040 
STs are in the works, but no firm date has been given yet. 
Most Mega computers now have the blitter, but the 
blitter manufacturer is having problems getting the up- 
grade to work properly. 


And The Rest Of The World 
Announces... 


Desktop Publishing 
Many of the most exciting software developments on 

the ST are taking place in the realm of desktop publish- 
ing, where our Atari is rapidly making its way to the fore- 
front of publishing technology and capability! New pro- 
ducts include GFA Publisher, Calamus, Supercharged 
Easy Draw, and Publishing Partner Professional. 

GFA Publisher appears to be a very powerful new 
entry in the field. It works with an internal resolution of 
2540 points/inch. Variable page formats and sizes are 
avilable. Importation capabilities include GEM Meta 
files, GEM Image files, Degas Elite, and Neochrome. 
Hyphenation is automatic, with an exception dictionary. 
Extensive support for half-toning is provided. A number 
of object-oriented graphics tools are available, and a font 
editor is provided with the package. It supports many 
standard 9- and 24-pin printers, as well as PostScript and 
HP-compatible laser printers. 

Calamus is a package from Germany, marketed by ISD 
Marketing in Markham, Ontario, that our own Glenn 
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Brown has seen and was enthusiastic about. Very little 
information is available about it, other than an extremely 
impressive flyer that was printed with the package, using 
imported Autocad graphics (possibly in GEM Metafile 
format) and multiple fonts. Calamus will require a 
minimum of 2 megabytes of memory to run, and supports 
the Atari SLM804 laser printer. Watch for more 
information. (Ed. note: See ST/uff, this issue.) 

The Supercharged version of Easy Draw was shown 
available, and allows Easy Draw owners to incorporate 
bit-mapped images into their documents. The output, 
even on 9-pin dot matrix printers, was extremely good. 
Extensive work has obviously gone into the printer 
drivers to create such precise and clean images on paper. 

Publishing Partner Professional was also showing, 
but it was not even in Beta format yet. It seems to be the 
desktop publishers’ ultimate wish-list, with new features 
such as automatic hyphenation and extensive importation 
facilities for virtually every major package for the ST. 
The ability to import object-oriented graphics facilities 
has been added, as has the ability to import from several 
major word processors while retaining formatting (such as 
boldface lettering and italics), Publishing Partner 
Professional will likely be available early in 1988. 


Music and MIDI 

Another hot topic on the ST is music; it is the music 
computer right now! Software developers are scrambling 
to release products for ST-based music systems. New 
products include: KCS, Copyist ST, and patch editor and 
librarian products, from Dr. T; Master Tracks Pro, from 
Passport Designs; The Final Cut, from Legend Software 
Systems; and a raft of products from Hybrid Arts includ- 
ing the ADAP Soundrack, EZ Score Plus, EZ Track, 
and SMPTETrack ST. 

The Keyboard Controlled Sequencer from Dr. T is 
a powerful 48-track sequencing system. It allows region 
and event editing, global data scaling, tempo changes, 
step entry, record-mode looping, pattern fills, and many 
other features. The files from this program can be 
imported into the Copyist. 

The Copyist is a program that produces musical scores 
from note information, such as that produced by the KCS 
system. It produces desktop publishing quality graphics 
on Epson dot matrix, Roland Plotters, and HP Laser 
printers. 

Many patch editors and librarians are available from 
Dr. T, for such synthesizers as the Yamaha TX81Z, DX7, 
TX7, FBO1, and DX100, Kawai K3, Ensoniq ESQ, the Casio 
CZ series, and the Lexicon PCM 70. 

Master Tracks Pro is a popular sequencer product on 
the Macintosh computer that has been ported to the Atari 
ST. It features 64 tracks, tape transport style controls for 
recording, song and step editor modes, keyboard or mouse 
input, and event or region editing. 


The Final Cut is a 16 track sequencer featuring punch 
in/punch out, overdubbing, step recording, special effects, 
and synchroniz- ation. Full keyboard and mouse support, 
quantization, and song position messages have been 
implemented. 

The ADAP Soundrack is a product that allows 
musicians to sample sounds at 44.1 KHz, the same rate at 
which compact disks function. This will give extremely 
realistic qualities to the sounds recorded. The ADAP 
system records samples directly to hard disk. It provides 
an oscilloscope-type display to enable editing of the 
actual waveforms, and spectral analysis of sounds. Other 
important features include SMPTE triggering and cue list, 
sample cross- fading and switching, loop generation, and 
adjustable pitch and volume. 

EZ-Score Plus is a scoring program for the ST, 
designed to take musical information from EZ-Track ST, 
Hybrid Arts’ sequencing system, and create professional- 
looking scores. Music information can also be entered 
from the keyboard or mouse. Over 100 symbols, such as 
notes, rests, accidentals, clefs, bar lines, and ornaments 
are provided. Sections can be exported in Degas format 
for importation into desktop publishing packages, or 
other programs. 

SMPTETrack ST is a powerful SMPTE interface at a 
low cost. Little technical information is available, except 
complete astonishment at the SMPTE capability for such 
a low price! 


Applications 

Two new word processors apparently available are 
Microsoft Write, the famous and invisible word pro- 
cessor that has been announced for so long; and 
BeckerText ST, from Abacus software. 

Write provides support for all standard word- 
processing features plus extensive page details, foot- 
noting, pagination, fonts, form letters, glossaries, widow/ 
orphan elimination, and an on-line help system. It is 
basically a port of Microsoft Word version 1.0 for the 
Macintosh. 

BeckerText ST includes most normal features plus 
spell checking in real time, numeric calculations, graph- 
ics, and automatic hyphenation. The program is an 
upgrade from TextPro ST. 

Viva Presents! is an object-oriented interactive laser- 
disk presentation system (which is the longest software 
classification I have ever encountered). Basically, it 
allows one to design displays such as those found in 
product booths, where a person can sit down and 
"interactively" find out information about a topic. It 
provides storyboarding support, visual flowcharting, 
graphic printout, an extensive script language, proto- 
typing, and the ability to import graphics from other 
programs and incorporate them into your presentations. = 
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Mur 


By Glenn Brown 


The MEGA 


It’s hard to believe I’ve had an ST 
for two years. I’ve gone from a 520 
(subsequently upgraded to one mega- 
byte), with one single-sided drive and a 
colour monitor, through several 1040’s, 
to a MEGA 4 with both colour and 
monochrome monitors (connected 
using Practical Solutions’ Monitor 
Master), a Panasonic 1092 printer, an 
external double-sided Panasonic drive 
and a (borrowed) Supra 30- megabyte 
hard disk. The scary part is that I’ve 
spent more on software than I have on 
my computers. 

Moving up to the MEGA has not 
been without problems. There are a 
lot of nice features (the keyboard, the 
battery backup for the clock, and the 
memory), but there are also some 
drawbacks, the biggest of which is that 
not all software runs. To be fair to 
Atari, not all software manufacturers 
have followed Atari’s software guide- 
lines, and the result is that some soft- 
ware (mainly games) does not run pro- 
perly. Examples of new programs that 
don’t run include Arkanoid, Star 
Trek, and Test Drive (when you 
crash, so does the computer). Andy 
Nicola (the author of Atari’s software 
list) has compiled a list of 120 pro- 
grams that don’t run properly on the 
MEGA. He tells me that half of them 
will run if you boot old TOS from disk 
(make sure you have one of the origi- 
nal TOS disks, with the boot sector 
intact). Most companies are working 
on updates, and some, like Avant 
Garde (pe- ditto version 3.0) and 


SoftLogik Corp (Publishing Partner 
version 1.03), have already released 
upgrades that run properly on the 
MEGA. 

There are a few features of the 
MEGA that could use improvement: 
the disk drive is noisy (just like the 
1040STP), I’m still waiting for my blit- 
ter, and the guy who decided to put 
the reset and power switches on the 
back of the machine should be forced 
to use an Amiga. But I’m a sucker for 
good looks: I still like it. 

One of my biggest (software) dis- 
appointments was finding out that 
K- Switch (which allows you to effec- 
tively configure your 1040ST as two 
520’s) wouldn’t run. Fortunately, 
MichTron are releasing Juggler, a pro- 
gram that will allow the ST to run up 
to seven programs simultaneously. 
Gordon Monier (MichTron’s president) 
has promised to send me one to play 
with on my MEGA, so! should have a 
report for the next issue. Juggler isn’t 
the only program that takes advantage 
of the massive memory of the MEGA: 
the Supercharged version of Easy- 
Draw requires a minimum of 1 mega- 
byte to run, depending on the graphics 
you wish to display. ISD (VIP Profes- 
sional) are showing a beta version of 
Calamus , a desktop publishing pack- 
age that requires a MEGA (2 or 4) to 
run. The Magic Sac takes good ad- 
vantage of the expanded memory too: 
I now run a 3904K Mac using Finder 
6.0/System 4.2. The combination of 
the MEGA and the Supra have 
speeded up Macintosh emulation 
considerably. 


The MEGA recently gave me the 
opportunity for a little one-upmanship 
with some Macintosh owners: I was at 
a software show in Ottawa, and I spent 
some time at a booth that was demon- 
strating Hypercard on a Mac II. It 
eventually came out in conversation 
that I ran Mac software on my Atari, 
and that, although most software runs, 
Hypercard does not. The salesman 
commented that maybe I didn’t have 
enough memory. His expression when 
I said that I thought 4 megs should be 
enough was worth the price of the 
MEGA. (I’ve since talked to Dan 
Moore at Data Pacific, and they are 
working on Hypercard for the ST.) 


Washington 


A few of us decided it would be 
fun to drive to Washington, D.C. (a 
15-hour trip), take in their Atarifest, 
then drive back (in ONE weekend)!). 
The experience the Washington group 
has is evident: this is a very polished 
show. Thanks to Joe Waters and Frank 
Sommers for inviting us. 

I managed to overspend my soft- 
ware budget, but I picked up some in- 
teresting new titles: 


Analyze is a new spreadsheet by 
Micro-Systems Software. There are 
quite a number of flaws (no win- 
dowing, limited help, poor GEM inte- 
gration) but the program offers the 
Lotus 1-2-3 version 2.0 command 
language in a spreadsheet that is half 
the price of VIP. 
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Beyond Zork is the sequel to the best 
adventure series ever put on a 
computer. The game also breaks new 
ground for Infocom, with on-screen 
mapping, character development, and a 
number of features that make playing 
the game easier. 


(Menu Clip Draw Modes Frane Brush Color 
JAbout CyPain: 


Cyber Paint 


Cyber Paint is a program written 
by the author of Aegis Animator that 
combines both paint and animation 
features in a very powerful package. 


Spectrum 512 is Antic Magazine’s 
spectacular 512-colour paint program. 
My initial reaction is that the program 
is a bit of a hack: it lacks some of the 
usual paint features (text, boxes) but 
adds some powerful new ones, inclu- 
ding multiple palettes, anti-aliasing 
(three ways), colour editing and gra- 
dient fills. The documentation is weak 
(I still can’t figure out gradient fills), 
but the program is a powerful addition 
to your software library, providing you 
already have a paint program (like 
NcoChrome or Degas Elite) 


fo te the (BT =A 
Sok List Teens AA 


The Informer 


The Informer is a powerful new 
database by Regent Software that in- 


corporates picture fields, math capa- 
bilities, and custom reports. Registered 
owners can also get Gateway, a pro- 
gram that allows the conversion of 
dbMan, Habaview, and Regent Base 
files into Informer format. 


Timeworks’ Partner ST isa 
spectacular set of accessories: address 
book, alarm clock, calculator, calendar, 
date book, disk utilities, expense ac- 
count manager, game (Escape), thesau- 
rus, and typewriter, written by the 
people who did MacroDesk (Blue Moon 
Software). 


A file Edit Mack Layout Style Spelling Graphics Help 
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Partner ST 


Canadian 
Computer Show 


Atari Canada were well represented 
at the recent Canadian Computer 
Show: their booth, which didn’t have 
any of the new Atari products shown 
at COMDEX still had plenty of inte- 
resting products [Ed. note: sce the 
COMDEX report elsewhere in this 
issue]. Their big booth included work- 
stations showing off the capabilitics of 
the ST, including desktop publishing 
with the MEGA 4 and the Atari Laser- 
printer, MIDI music, a 512-colour 
Spectrum slideshow, software emula- 
tion (both pe- ditto and the Magic Sac), 
the Atari PC compatible, and more. 
The highlight of the booth (at least for 
me) was to see the new graphics 
software displayed, like the following: 


Symmetry: Northern Design Sys- 
tems of Oshawa, Ontario were showing 
their just-released 3-D CAD package. 
Some of the features of this $199.00 
(US) package include 255 layers, up to 


Symmetry 


16 fonts per drawing, zoom up to 
1,000,000X, completely mouse-or key- 
board- driven, 3-D rotation, filleting, 
and more. 


Calamus: ISD Incorporated (VIP 
Professional) were showing off a new 
integrated desktop publishing package 
that will be available early in 1988 for 
$499.00 ($349.00 US). Calamus, which 
is the first ST program to require 2 
megabytes of memory, incorporates a 
number of powerful features in a 
WYSIWYG ("what you see is what you 
get") desktop-publishi kage. 


Calamus 


Features include a text editor with spel- 
ling checker and hyphenation dictio- 
nary, a paint program, an object- 
oriented graphics program (including 
Bezier curves), charting, a font editor 
(also with Bezier curves), automatic 
and manual kerning, macros, and many 
more than I can list here. 


Publishing Partner Profes- 
sional: It looks like the folks at Soft- 
Logik Corp have incorporated every 
improvement that their customers have 
requested, and a few more for good 
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Publishing Partner professional 


measure, into the first major upgrade 
to the premier desktop- publishing 
package for the ST. New features in- 
clude: auto text flow around graphics, 
automatic hyphenation, automatic ker- 
ning, grouping, and sizing of multiple 
objects, and importation of Degas com- 
pressed, Easy Draw, and IMG pictures. 
Also added: the ability to import for- 
matted word- processing documents 
from First Word, Word Perfect and 
Word Writer; style sheets with a user- 
definable tag function; the ability to 
rotate, slant and twist objects; more 
fonts, and more. When available (first 
quarter 1988), the program will sell for 
$149.00 US (the original version has 
been reduced to $89.00), and registered 
owners can upgrade to the new pro- 
gram (complete with a new manual) 
for $50.00 (US). 


With its Laserprinter, Atari was 
showing Atari Deskset from G.O. 
Graphics, a professional typesetting- 
software package that is compatible 
with Compugraphic typesetting sys- 
tems. Features include true on-screen 
WYSIWYG, 95 available fonts, kerned 
pairs, automatic and manual character 
compensation, and more. 

Atari Deskset uses typesetting 
commands identical to those found in 
Compugraphic typesetting systems. 
For those of us used to Publishing Par- 
tner, the use of typesetting commands, 
with WYSIWYG only available in pre- 
view mode, will be more control than 
we want, but it is the answer for pro- 
fessional typesetters. 


5151 SID CTSA RIND 
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Atari Deskset 
New Software 


I recently bought Wizard’s 
Crown, the latest adventure from SSI. 
Maybe I’m missing something, but I 
think their games are going downhill. 
Both this game and Roadwar Europa 
(which I also bought) seem to be quick 
conversions meant to cash in on the 
popularity of their other titles. The 
graphics in Wizard’s Crown could be 
displayed on any machine from a 
Commodore 64 to an IBM PC. Deja 
Vu , from Mindscape, represents the 
other side of the coin. The game, 
which was originally written for the 
Macintosh, makes good use of the 
mouse interface in one of the best 
graphic adventures I’ve seen. Most of 
the game is played with the mouse, 
with interactive boxes and windows 
for graphics, inventory, and text. 


Coming Soon 


Most of the titles due before 
Christmas are already out, but there 
are a few still coming: Paperboy is 
Mindscape’s version of the Atari game 
in the arcades; Gunship from Micro- 
prose is a helicopter flight-simulator; 
Oids is a multi- scenario arcade game 
from FTL (Sundog); also due from 
FTL is the long-awaited Dungeon- 
master. Early in the new year look 
for Word Writer 3 (with graphics) 
EZ Cale Professional, Publishing 
Partner Professional, Timeworks 
Desktop Publisher, Word Up, and 
Calamus. 


Advertising? 

Isn’t it fun to watch Atari and 
Commodore shoot themselves in the 
foot with their advertising? Commo- 
dore, who have recently finished a 
great software promotion in Canada 
(buy an Amiga 500, join the Users’ 
Group, and get $1600.00 worth of 
software for $399.00) have started a 
moronic series of television ads. The 
Amiga owner is shown using his 
Amiga while talking on the telephone 
toa friend. He claims to be multi- 
tasking while running a program 
(Chessmaster 2000) that does not allow 
multitasking, then ends the conver- 
sation by saying "...try that on your 
Tandy, Andy" and in a similar ad 
"\..try that on your monochrome Mac, 
Jack". In both cases the "friend" 
hangs up. Someone should ask this 
moron to run Mac software on his 
Amiga ("...try that on your Commo- 
dore, you bore"). Atari are not im- 
mune to advertising folly: they re- 
cently had to pull a promotion offering 
a free Macintosh to anyone who could 
find an error in their advertisement. 
The ad compared the features of the 
Mac and the ST, and mentioned, 
amongst other things the ST’s 14" 
monitor (I want one of these: mine are 
only 11.5" measured diagonally). 


That’s all Folks! 

Its interesting to see the number of 
programs that are being ported from 
the Macintosh to the IBM now that 
OS/2 (the Operating System for the 
new family of IBM PCs) is out. Pro- 
grams like Microsoft Works, Omnis 
Quartz, and now Excel PC mean that 
soon everybody will be mousing 
around, = 


Glenn Brown is a founding member of the 
National Capital Atari Users’ Group/ST in 
Ottawa, Canada, as well as the current 
president. He is also past president of Ring 
151 of IBM (International Brotherhood of 
Magicians). 
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THE NEW 


USER 


By William Demmery 


Welcome to the first installment of 
the New Users’ column - RESET’s con- 
tribution to helping the new Atari ST 
computer owner to take advantage of 
the power and abilities of the machine 
quickly and easily. In this column, you 
can expect to see such things as: help- 
ful hints; hardware and software ad- 
vice; explanations of the many features 
of the ST; help for the user who has 
converted from other machines; tips 
for using applications software; ex- 
planations of the terms and expressions 
used in computer talk - and much, 
much more. Even if you are not yet a 
new ST owner, stick around: you’ll 
find a lot of advice and hints in here, 
so that when you do buy your ST, 
youll have a head start! 

In keeping with the spirit of just 
starting out, the next few paragraphs 
are devoted to the very new user. If 
you have just brought home your ST, 
or - even more importantly - if you 
haven’t already purchased an ST but 
plan to, here is some advice that just 
might save you a fair amount of 
money. 


Software 

When you purchase your ST, it 
may come with software included as 
part of the package. But whether it 
does or doesn’t, the chances are good 
that you may be temptef to buy some 
high-powered, high-priced software 
(programs). My advice: don’t buy a 
single piece of software at that time, 
unless it’s a game that you’re sure 
you'll enjoy or a product you’ve either 
already worked with or that has been 


highly recommended by a users’ group 
or a friend you can trust. Why? 
Because your needs may not demand 
the latest, greatest software. 

There are many levels of sophisti- 
cation available in ST software, and 
that power is usually reflected in the 
price. Your needs and interests rather 
than impulse buying should determine 
your choices. Take note, also, that 
there is a trend towards software con- 
version: MS-DOS (IBM PC and com- 
patibles) software, for example, is be- 
ing translated for the ST - and sold at 
MS-DOS, often expensive prices. You 
not only have to choose the type of 
program, but decide whether to go for 
straight Atari or compatibles. In my 
opinion, the very best thing for you to 
do, unless you know exactly what you 
want/need and why, is to contact your 
local users’ group. If you don’t know 
where to find one, ask your dealer. He 
should have the information on who to 
contact, if he’s worth his salt. A users? 
group, by the way, is composed of 
people who use the machine regularly 
and can give you helpful advice on 
software and many other tips, more 
than you may be able to obtain from a 
dealer. Remember, your dealer is in 
business to sell computers, software, 
etcetera. Users’ groups try to get the 
most from their computers and share 
some fun at the same time. 

Yet another reason to get in touch 
with a users’ group is that most of 
them maintain libraries of public do- 
main software. PD software is released 
to the public, at no charge, by the 
author, and most users’ groups make 


disks full of PD software available for 
around $5. 

So what’s available in the public 
domain? Just about everything; you 
can find word processors, art programs, 
reams of utilities, databases, and even 
programming languages. In short: al- 
most anything you want. It would be 
a good idea to try out the PD stuff, at 
least at first, to get a feel for what you 
really expect from any software you 
might buy. THEN you can go to your 
dealer and make an informed, econom- 
ical purchase. Maybe ST Writer will 
meet your word processing require- 
ments so that you don’t need to shell 
out "big bucks" for SuperWordScript- 
PerfectProElitePlus. 


Programming 

If you’re a programmer and plan to 
do any serious BASIC programming, 
however, forget about the BASIC 
included with the ST. It’s very slow, 
and a number of the functions 
(especially the math functions), don’t 
work very well. There are a number 
of excellent BASICs available for the 
ST, and much greater speed is only one 
of the things that makes them better 
than ST BASIC. I won’t name names 
just now, but if you ask your local use- 
rs’ group about it, you should hear at 
least one title standing out. There are 
also many other good languages avail- 
able for the ST, including (in no spec- 
ial order): APL, Forth, C, Pascal, For- 
tran, Modula-2, Lisp and many others. 
I wonder if OSS has thought about an 
ST version of Action! (their incredible 
language for the Atari eight-bit mach- 
ines). 


More Help 

If you are looking for some reading 
material that will give you more help 
and information than is available from 
the manuals which come with your 
ST, two publications are to be 
recommended. First of all, order a 
subscription to RESET. I think this 
magazine, which was started from the 
ground up to cover the ST (and only 
the ST), will give you more infor- 
mation on how to actually use your ST 
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than any other magazine available. If 
you're looking for a beginner’s book to 
supplement the ST owner’s manual, 
you might look at "The Atari ST for 
Beginners, Volume", part of a com- 
prehensive series from Abacus books. 
The book was obviously designed for 
use in conjunction with the ST man- 
uals, and I wouldn’t advise trying to 
use it exclusively, at least until you get 
past what your manuals cover. The 


book is fairly explicit and covers a 
great many aspects of the ST that are 
relevant to the newcomer. Diagrams 
and actual screen printouts are used 
throughout, and a glossary of terms and 
a number of useful appendices are 
included at the end of the book. One 
minor complaint: it was typeset on a 
laser printer, and it shows. If you have 
sharp eyes, the text may be a bit 
irritating over long periods of time. 


But give the book a "look-see"; it just 
might be that extra help you need. = 


William Demmery has worked with com- 
puters since 1981, starting with the Apple II. 
He has experience with over a dozen differ- 
ent computers and five programming lan- 
guages and specializes in word and informa- 
tion processing. He works daily with an MS- 
DOS computer and at home enjoys his Atari 
130XE and 1040ST. He is president of a an 
eight-bit programmers’ club and maintains a 
BBS. 


Editing the Desktop File 

While the ST gives you a great deal 
of flexibility with the desktop, it 
doesn’t let you change the name of the 
trash can. You can overcome this re- 
striction by editing the "DESK- 
TOP.INF’ file using a text editor or 
word processor. Just make sure that 
you save it as an ASCII file with no 
format control characters. For ex- 
ample, if you’re using 1st Word, turn 
off the word processing mode (click off 
"WP’ mode under the EDIT’ menu). 

Once you’ve loaded the file, find 
the line that says TRASH.’ Simply 
change the name to whatever you 
want, as long as its 12 characters or 
less. Be very careful not to overwrite 
anything other than the name, use in- 
sert if you have to. 


A Fool- proof desktop 


You can remove the trash can from 
the desktop by deleting the line that 
says "TRASH.’ For programs that 
won't let you write- protect the disk, 
this prevents children from dragging 
files to the trash. I’ve also removed 
the "DRIVE B ICON’ in the same way 


TIPS 


FOR THE NEW USER 


by Bob Deskin 


and hidden the ‘DRIVE A ICON’ un- 
der the window (‘DRIVE A ICON’ is 
required to access files and therefore 

must remain on the screen). 

If you want you can have two (or 
more) trash cans: Duplicate the 
*TRASH ' line, change the names (they 
don’t have to be the same), save the 
file, and reboot. Now move the icons 
to senai ate locations, since they’ll be 
together at first. Save the desktop and 
voila. 


Organizing your Desktop 

You can personalize the interface 
to your ST by arranging the desktop to 
suit your needs. Move the icons 
around, add and remove icons, and have 
up to four windows open in positions 
of your own choosing. Of course you 
can save your layout in the "DESK- 
TOP.INF’ file using the SAVE 
DESKTOP’ selection under the ’OP- 
TIONS’ menu. What should you con- 
sider when arranging your desktop? 
Your tastes are most important, so play 
with different designs until you have 
what suits you best. For example, con- 
sider the following ideas and instruc- 
tions. 


If you use your ST for a variety of 
purposes, it is quite likely that you 
should also use a number of different 
desktops. You will want a layout that 
is efficient for the task at hand. This 
usually means minimizing movement 
back and forth across the screen. If 
you are moving files frequently keep 
windows adjacent. Try to avoid the 
menu bar if possible. Without getting 
into the pros or cons of drop down 
menus, it is irritating to have them 
continually popping open, a sign that 
you may be working too close. It is 
important to put the trash can where it 
is out of the way, yet convenient. 


keep 
*°VERIFY DELETE’ 
on for safety 


Keep it away from your disk icons so 
you do not have to worry about acci- 
dentally deleting files you want to save. 
Keep the trash can in the same place 
from desktop to desktop, again to avoid 
confusion. Finally, keep "VERIFY DE- 
LETE’ on for safety. 

As an example that’s right for me, 
my utility screen is shown on the next 
page. Since I have a 520ST with only 
one disk drive, I use a RAM disk fre- 
quently. The two directory windows 
are for drive A and drive D (the RAM 
disk). The disk icons are on one side of 
the windows and are away from the 
menu bar. Even the windows are not 
quite as large as they could be because 
the tops are away from the menu bar. 


The ST Almanac - February/March 1988 


Page 12 


It can be very annoying to go for the close button (at the 
upper left corner) to close a folder, and get a menu instead. 
The trash can is at the lower right, out of the way, but not 
inconvenient. This layout reflects my system since my disk 
drive is to the left of my monitor and my garbage can is 
always to the right, at my feet. 

The windows on the screen have been designed for 
utility work. I’ve used file names rather than icons to get 
more information in the window. The window size allows 
the name plus the size in bytes. The windows are pos- 
itioned to facilitate the transfer of files. Although you can’t 
sec it here, while setting up this layout, I opened all four 
windows that GEM allows, positioned them, closed two 
down, and saved the desktop. By the way, the system re- 
members the last window positions, even if the window is 
not open. 


Desk File View Option 
——— 


# UTILITY 
CONTROL ACC 394 
DESKTOP IAF pI 
EMULATOR Acc 645 


A well-organized desktop 


If you’re using the same desktop configuration for both 
low and medium resolution, set up the layout for low res- 
olution first. A desktop that works for low resolution will 
always fit in medium resolution, but not necessarily vice 
versa. 

As a parting thought, if you’re not sure what’s good for 
you, experiment. Move things around and try a new layout 
for a few days, you may stumble on the perfect desktop. = 


Bob Deskin has been working with computers of all sizes for over 15 
years. He bought his ST two years ago. Bob runs the new user 
group for the National Capital Atari Users’ Group in Ottawa. 
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HEADLINES 


THE PUBLICATION OF DEDIGATED EASY DRAW USERS voLum 
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with Easy-Draw! 


Create professional-looking newsletters, flyers, 
ads, brochures, company reports, forms, technical 
illustrations, and more with Easy-Draw® by Migraph! 

Easy-Draw is fast, powerful, and fun to use. 
Design a page in any format using Easy-Draw’s 
object-oriented text and graphics features, Extensive 
editing tools make it easy to achieve the results you 
want. Add bit-mapped and scanned images to your 
page with the new Easy-Draw Supercharger™. 

With Easy-Draw and its companion products 
you can put together a page layout or design system 
that meets your needs! Now only $99.95. 
$$ 
Additional Easy-Draw Companion Products: 


Supercharger: Add bit-mapped and scanned images 
to your Easy-Draw page................. $49,95 


Font Pack #1— Contains 2 fonts; Rocky and HiTech 
(Qipinsonly yt a ivesiede-anv-eraeerents te etemosuyaninn a $39.95 


Personal Draw Art—Has over 150 predrawn images 
incl. borders, vehicles, symbols ............ $29.95 


Technical Draw Art~-Symbol libraries for piping, 
electrical, floor plan design, etc. ........... $29.95 


24-Pin Driver—For use with NEC P. Star NB and 
Epson LQ printers, incl. Swiss font......... $19.95 


HP Laserjet Plus Driver: 150 & 300 DPI drivers 
Plus the Swiss fonts. Works with Series II... $39.95 


Migraph Inc. 
a 720 S. 333rd St., (201) 
on, Federal Way, WA 98003 
RALRA, 
“SSPUIGRAPH: For more info or to order call: 


1 800 223-3729 
206-838-4677 


Easy-Draw is a registered trademark of 
Migraph, Inc. Supercharger and Migraph 
are trademarks of Migraph, Inc 
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You 


have received 
the Final Quest. 
Your job is to answer 
the Dragon’s riddle: only 
then will you be given the ma- 
gic lantern, which will light your way 
out of this gloomy woodland filled with 
grotesque branches and deep, black 
Spaces. Pale red eyes peer at you from 
all around. While in the forest, you 
cannot save the game.... The Riddle 
comes rolling forth on a cloud of 
greasy smoke from the nostrils of the 
Dragon: "With me, Prince, be Obseq- 
uious, or pass not herewith 
"Huh...wha?", you choke, as the 
timer ticks away the seconds remaining 
before the Dragon decides you're a bag 
of lunch-meat and wraps a slice of 
bread around you. You reach back in- 
to your storehouse of vocabularic 
oddities, culled from countless hours of 
solving text adventure puzzles, but 
you can’t come up with anything to 
rhyme with ‘obsequious’. In fact, 
maybe you're not even sure what the 
word means in the first place. Slowly 
(but steadily) a stream of obscenities 
begins forming in your mind and leak- 
ing out the side of your mouth, as the 
animated Dragon in your new $80.00 
adventure game claws you into six or 
seven slices. A window pops up: 
"Click to load character". You look at 
your watch: 12:45 am. What will you 
do? What WILL you do? 
You spend half the next day at 
work trying to come up with answers 
to the puzzle, of course. You bother 


$ 


all kinds 
of people 
who never play 


computer games. 

You seek the aid of the 
office trivia master. You even 

(gasp) ask your Boss. No one can 
help. You're truly doomed. The soft- 
ware store NEVER buys any hint 
books, and you don’t know anyone else 
who's got this game. There is no one 
to turn to, so you go home, load up the 
game, play all the scenarios over again, 
and meet the Dragon once more. One 
chance...you look at your list and settle 
in for a long evening. Save the game; 
guess at the rhyme: "ease, no fuss”. 
The Dragon laughs, slices, dices. Load 
again. Guess again. Load again. You 
try any ludicrous thing that comes to 
mind. Load again. Sliced again. You 
Shelve the game. You've had enough, 
fun is fun, but this is maddening. No 
one to turn to... or is there? 

YES. You turn to this column in 
this magazine... you see the title of 
your game halfway down the second 
column... you scan, you scan... there it 
is, there it is! The Answer! You load 
up your game, get to the Dragon, give 
him The Word and... You Win! Sound 
good? We think so. That’s why we’re 
initiating this regular feature in 
RESET magazine. From the terrific 
mail response to the first issue (yes, 
even through the Canadian postal 
strike, an adventure unto itself), it is 
apparent that there are many readers 
who enjoy adventure Role Playing 
Games (RPG’s). These players want to 
interact with others who share the 
spirit of exploration and conquest. 
And they don’t want to get stuck with 
a game they can’t finish just because 
they don’t have the $20 and the six 
weeks to mail order the hint book. 


YOU DECIDE 
The content of this column is not 
set in stone because we want your 


by Michael D. Riley 


response. The readers will determine 
the regular features. The theme is in- 
tended to be something akin to an ad- 
venture gaming "club", a place where 
you can find out what’s happening in 
the RPG world and, more importantly, 
what’s happening in the game world 
you're exploring now, via subtle hints 
and the techniques of strategy. We're 
talking about all kinds of adventures, 
from text, to graphic, to combined, to 
action. I'll start each column with ad- 
venture gaming news: a look at the 
latest releases, including pre-release 
information from the software com- 
panies, and everything else that falls in 
the news category. Then there will be 
hints. 

For now, I'll concentrate on one or 
two major games per column. This 
will give you a more complete idea of 
what you can expect to see as you 
play. These will be hints. No matter 
how hard I try, for example, to avoid 
looking ahead at the answers, I always 
manage to "accidentally" read the next 
little bit in my clue sheets. For that 
reason, my playing clues will typically 
be shrouded in some kind of verbal 
"fog." I don’t intend to give away too 
many answers, just a little insight for 
the hassles; you'll be left with the chal- 
lenge. 

I'll also throw in a few surprises, 
something like, say, the following news 
about Barbarian that’s been floating 
around the BBSs lately: To garner an 
infinite number of lives for your 
on-screen counterpart, simply enter 
the following code when you get to the 
first playing screen: 04-08-59. BUT: 
when you get to the wizard, backspace 
eight spaces so you can kill him and 
throw the thing into the volcano, or 
you will die. When this is done, once 
again type in the author’s birthdate so 
you can make your way back to the 
surface. This might be the kind of 
thing you’d like to save until you’re 
pretty familiar with the game, and the 
novelty has worn off. Now you have a 
tough choice: do you type it in or not? 
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Well, I didn’t say we’d make it any 
easier... just more fun! And how about 
this... when playing Leisure Suit 
Larry or King’s Quest III, if you are 
tired of seeing the graphics, wait until 
you die; then hit the "Reset" button: 
the graphics will disappear. 

Finally, many of you have a ques- 
tion or two that go beyond riddles and 
puzzles. A number of the newer 
games incorporate a kind of "person- 
ality/morality” feeling to the play, 
something that you can perhaps sense, 
but aren’t quite sure about. From time 
to time, then, we’ll peel away the ex- 
terior of the fruit to examine the seeds 
- the psychology, if you will - of those 
adventures. This may be the most in- 
teresting part of the series, in that I’ll 
be cornering authors and publishers 
for insight about their own work. 


Adventure 
Gaming News 


You may have heard about the 
new titles from Infocom: "Plundered 
Hearts" and "Nord and Bert 
Couldn’t Make Head or Tail Of It" 
but did you know this....Inside each 
box of Plundered Hearts you’ll find a 
coupon that will bring you 
"Cutthroats”, an earlier game, for 
$14.95 U.S. Funds. Inside each box of 
“Nord and Bert" you'll find eight in- 
dividual short stories, each can be 
played alone, but only when the first 
seven are solved will you have the 
passwords necessary to get you into the 
eighth and final scenario. I’ll bet you 
also didn’t know about this: "Beyond 


Beyond Zork 
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Zork" is now available. Apart from 
sending you to the Ultimate world of 
Zork, this hot package is noteworthy 
for the amazingly revamped user in- 
terface and character status point po- 
tential. First, you will be able to select 
your character’s attributes! These will 
grow with the game. Secondly, you 
will be able to identify and give names 
to various things. Third, "Beyond 
Zork" allows on-screen mapping, in 
two modes: normal and zoom. Fourth, 
you can pop up windows for status and 
inventory displays. And last, but defi- 
nitely not least, user definable com- 
mand keys! I mean, I can’t wait! Now, 
here’s a tip taken from the Winter 
1987 issue of "The Status Line," 
Infocom’s quarterly newsletter. The 
editors of that journal feel the puzzle 
in "Stationfall" of getting things from 
the dispenser in the PX, is one of the 
hardest in the game, and offer this 
solution: 


* You need a coin; don’t go on until 
you’ve searched the entire village. 

* Strong box; laser gun. 

* Use a weird bird to unstick the 
item. 

« Get some nip at the pet store to 
help you with the bird. 

+ And finally, what does this kind of 
bird do when its scared? 


News from 
"Datasoft/Intellicreations": 

While several new releases are 
forthcoming from this company, don’t 
hold your breath if you’re waiting for 
"Alternate Reality: The Dungeon." 


ood, Packets 
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Alternate Reality - The City 


That game will first be laid out on the 
Amiga, and then ported to the ST; 
tentative arrival date is April, 1988. 
The company continues to place it’s 
focus on new products for the 8-bit 
computer crowd (which can only be 
good news for XL/XE owners). Avail- 
able now, however, is Version 3.0 of 
"Alternate Reality: the City" for 
the ST, that purportedly takes greater 
advantage of the graphics, sound and 
speed of our machine of choice. 


VTattles: 


Alternate Reality: The City 
Perhaps the most important thing 
to know about this game is that the 
way you handle encounters with life 
forms will determine the type of en- 
counters you will have. If this sounds 
a little ambiguous, then read on... This 
adventure allows you to take a stand 
for Good or for Evil. Only common 
sense can guide you here; if you would 
not normally attack a Commoner in 
real life, then you can be pretty safe in 
assuming that the game program will 
see you as committing an "Evil" act if 
you do it in the streets of Xebec’s De- 
mise. Always try to talk to characters 
first, or run away, rather than fighting, 
unless you know from experience or 
description that the creature is Evil. It 
is also all right to attack anything/any- 
one that attacks you first. You have to 
defend yourself, right? Of course, don’t 
do this early in the game, unless you 
face Muggers or Thieves, or creatures 
that you have learned you can kill. 
You just don’t have enough hit points 
to survive more than a couple of at- 
tacks. (I know, you’re asking "How do 
I know I can kill them?” The only 
way, sorry to say, is to try them out if 
they look like weaklings. After all, 
how tough can a giant Rat be com- 
pared to an Assassin? But finding out 
about all these wackos is part of the 
fun! In any case, the first thirg to do 
is go to the Best Armourers (first shop 
on your left after entering the Floating 
Gate) and bargain for a stiletto. Offer 
a little more than half of what he asks 
to start; he’ll kick you out if you bid 
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too low. You need that knife to stay 
alive, although you'll probably have 
barely enough money to get one. 
That’s okay, though: you'll collect 
treasures after almost every victory. 
This is the hardest part of The City - 
staying alive long enough to get a good 
base. Since you must reboot the game 
every time you save your character, it 
can take a while to get going. Later, 
you'll find that the shops around the 
Gate are the most expensive in the 
City. But forget about buying more 
weapons, anyway: dead monsters will 
drop lots of neat stuff. 


ur coins in 


Alternate Reality - The City 


QuLtCcK 
POINTERS 


Alternate Reality - The City 

The following tips were gleaned 
from a collection of newsletters issued 
by Datasoft: Evil characters are out at 
night, and are the ones you want to 
fight (forget what the manual said), 
especially since some of the best treas- 
ures are found at night. You'll meet 
lots of monsters in front of the Alpha- 
Omega Healer at Square 21 North, 5 
East (use the lower left corner square of 
the grid-map as Square IN,1E). You 
can be Evil or Good, but be consistent. 
It’s okay to attack Evil life forms. 

Speed is set at the beginning of the 
game, and determines your success rate 
when Leaving during an Encounter. 
One of the Guilds will offer to increase 
this stat for you. The Guild closest to 
the Floating Gate is behind a hidden 
door at 22N, 34E; note that each squar 
on the map is represented by dividers 


along the walls on-screen. "Charming" 
is Evil if you do it to a good guy, but 
not to an Evil guy. Killing an Arch 
Mage is Evil. You can trick a guard 
the second time if your Intelligence is 
high enough. Items in Shops change 
daily, so stop in on your way by to see 
what’s new. Eating and drinking at the 
Taverns will cure hunger and thirst, if 
you have run out of food and water but 
have money. Buying a round for the 
house will get you free provisions next 
time you stop there. There is also an 
area hidden in the north wall near the 
east corner where food and water are 
plentiful and cheap. 

You might suddenly become dis- 
eased for no apparent reason. This 
means you were bitten, slimed, or 
scratched at some point, and the poison 
is just now taking effect. Locating the 
Healer’s shop is the only cure besides 
having a magical Potion, which is usu- 
ally only found after an encounter. 
(You can, however, sleep it off at an 
Inn.) Potions must be opened before the 
program decides what kind of effect it 
will have; if you back up your 
character disk, you will end up with 
different potions. This could be useful 
iztormation if you want to sit there for 
a couple of hours booting and sipping 
until you come across a Find Treasure 
Potion. Trick all Gremlins into submis- 
sion, as they carry potions all the time. 
If you are having Delusions in the 
game, that’s what the "Restore Clarity" 
Potion is for. Banks can "Fail", and the 
game will lock up. Just wait; 
eventually (it could be an hour of your 
time - ridiculous) you’ll get out again. 
Taverns can also fail you, if you stay 
past closing time: you’ll never get back 
in again with that character, which is 
really rotten if you’re thirsty or hungry. 
Since there is no weight factor in the 
game, carry as much food, water, and 
treasure as you can get. (This will all 
change when The Dungeon becomes 
available - there’s a hideous creature, all 
pink eyeballs, who'll - save it for now.) 
Unless you have some magic, you'll 
have to bump into every wall to find 
hidden doors. (Music also plays when 


youre near a door.) This is a must for 
mapping, or you'll get completely lost, 
because even when you can buy a 
compass, you’ll find that’s the first 
thing a Thief will steal from you. Of 
course, you can always use the two 
suns to aid in navigation. In the early 
stages of the game, hitting the 
spacebar just when an Encounter 
occurs will usually Disengage you, thus 
saving you from many a death. But 
when you have to fight, Parrying is 
my favourite move. It’s consistent and 
safer than Lunging. 


To wrap it up, I’d just like to men- 
tion a couple of things that surface 
frequently in conversation about The 
City. One is this question: Do you 
need The City to play The Dungeon? 
The answer is no: the only connection 
between the two games, other than 
thematic, is that you can take a char- 
acter you have built up in The City 
and use him in The Dungeon. This is 
not mandatory, because most monsters 
in The Dungeon are keyed to your 
character’s level whatever it may be. 
This raises the second question: Why 
should I play The City when there is 
no ultimate purpose but character 
building? Well, why not? Since when 
have all the other games had high 
purpose? Further, The City is an orig- 
inal, far predating The Bard’s Tale in 
style and execution, and it has a lot of 
fascinating things in it. It’s an exciting 
game on its own, and will only make 
you appreciate The Dungeon that 
much more when it is finally released 
for the ST. Well, I hope this keeps 
you going for a while. Questions 
anyone? = 


SEND QUESTIONS 
AND PLAYING TIPS TO: 


THE TATTLER, 

c/o RESET Magazine, 
P.O. Box 5273, Station ’F’, 
Ottawa, Ontario, 
Canada. K2C 387 


Mike Riley is a technical writer/ editor, 
training consultant, recording engineer, and 
all-around nice guy. He has a thing about 
computers, "desktop publishing", adventure 
games, and spaghetti sauce. 
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Ca/aMmus The DTP Solution , 


NEW DESKTOP PUBLISHING (DTP) SOFTWARE e 


Setting the Standard! 


A new approach to DTP previously found only in the most expen- 
sive typesetting and graphics installations is now available to you 
through Calamus by DMC. Calamus — definitely the only choice. 


Until now, to produce professional 
looking documents, proposals, 
handbooks, catalogs etc., ranging 
from one to hundreds of pages, you 
needed assistance from outside spe- 
cialists. This required time, money 
and a great deal of co-ordination. 


Now there is a way to change all of 
that. Calamus will turn your com- 
puter into a powerful layout design 
tool so that you can produce top 
quality publications without leav- 
ing your desk. 


Calamus is a powerful, professional 
typesetting and layout solution 


which has integrated several pro- 
grams into one. Calamus will not 
only design professional looking 
publications but will also be easy to 
understand and use. Calamus offers 
you an easy and affordable entry 
into the world of Desktop Publish- 
ing, with the power and perform- 
ance previously available only in 
the most expensive Desktop Pub- 
lishing installations in the market 
today. 


Calamus is intelligent, a new solu- 
tion to the Desktop Publishing 


world. “What you see is what you 
get.” (“WYSIWYG”) is now more 
realistic than ever. The screen out- 
put can be enlarged up to laser 
printer resolution. At every zoom- 
ing level, proportions of screen and 
printer output are exactly the same. 
At the same time outline fonts keep 
all sizes and styles available at very 
low memory costs. 


Calamus saves you money. Apart 
from the new dimensions of print- 
out quality reached, the price 


performance ratio opens new hori- 
zons to the DTP User. Expensive 
postscript laser printers are no 
longer needed. The Laser Printer 
now only requires a bit map of the 
page. This is possible with the 
Atari SLM laser printer, any dot 

matrix printer or any common 
laser printer capable of repro- 
ducing an entire graphics 

page. The Calamus Intelli- 
gence, makes printouts on 
“Dumb” (non postscript, 
inexpensive) laser print- 
ers possible. 


Calamus is easy to 
learn and use with its 
‘WYSIWYG’ screen 
display and numer- 
Ous automatic fea- 
tures; icons; drop- 
down menus, 
mouse control 
and on line 
help. Calamus 
lets you cre- 
ate profes- 
sional docu- 


ments us- A fast 
ing a mul- text edi- 
titude of tor with 


it’s own win- 
dow simplifies 
input and editing 
of documents, put- 
ting calamus in a 
class of it’s own. 


construc- 
tion tools. 


Calamus is a solution 
with multiple functions 
such as: 

— integration and design of 
text and graphics 

" — spelling checker and hyphena- 
ted dictionary 


MEGA ST. 


— performing 
paint program 
(pixel orienta- 
ted) 

— object orientated 
graphics pro- 
gram (including 
Bezier curves) 

- diverse chart forms 

— font editor using 
Bezier curves for 
designing new or 
changing old fonts 
and many more 


Calamus performs the 

following functions: 

- Text and document pro- 
cessing 

~ Page/layout design 

— Design tools 

— Presentation graphic genera- 
tor 

— Bitmap graphics editor 

~ Outline graphics editor 

~ Outline font editor 


Versions for the IBM PC family and 
100% compatibles, as well as the 
Commodore Amiga will be avail- 
able in the first quarter of 1988. 


At $349.95 U.S. (Mega ST) Calamus 
is setting a new price/performance 
benchmark for the Desk Top Pub- 
lishing software industry. 


For more information call ISD 
Incorporated at (416) 479-1880 
Or write to ISD Incorporated at 
2651 John Street, Unit 3, Markham, 
Ontario, Canada, L3R 2W5 

Fax.# (416) 479-1882 
Specifications are subject to change 
without notice. 


By Bob Thompson 


I write this initial column as the 
first winter snow swirls around out- 
side. Here in Canada we dust off our 
dogsleds, head for the nearest Hudson’s 
Bay post, and purchase the newest ST 
products in anticipation of the sun-less 
days ahead. Well, things may not be 
quite that bad. 

This column will not be a travel- 
ogue on Canada, nor will I bore you 
with information valid only in Canada. 
The fact is, the ST is quite popular in 
Canada; and for some reason big 
brother Atari Corp. in Sunnyvale likes 
to release items to little brother Atari 
Canada before they hit the States. As 
aresult, up here in Canada we aren't 
quite as far in the back woods as you 
might think, (at least when it comes to 
the ST). 

There are two schools of thought 
as to why we tend to get hardware in 
Canada before the U.S. One idea is 
that Canada is a good, limited proving 
ground for the marketing of Atari pro- 
ducts. The other explanation is that 
the Canadian Standards Association 
(CSA), the Canadian equivalent to the 
Underwriters’ Laboratories (UL), is 
much more efficient than its U.S. 
counterpart, and thus approves the 
items more quickly for consumption. 

Aside from the early availability of 
some Atari products, we Canadians 
also have a few other things going for 
us in the world of Atari. We have 
some outstanding ST products coming 
from Canadian companies; we share 
special arrangements with Europe that 
allow us to see products that may 
never make it to the U.S. because of 
licensing and copyright difficulties; 


and last but not least, we are Atari 
fanatics. 


Megas in Canada 

I’m sure you’ve all read of the fact 
that the Megas were available in 
Canada before the U.S. This is true. 
However, reports that they all have 
blitter chips are greatly exaggerated. 
In fact, except for an Atari Canada 
demo Mega with blitter that I saw 
exactly one year ago, the only blitters 
in Canada that I know of are those 
few that have been delivered to local 
dealers (not installed). Megas, on the 
other hand, are readily available in 
Canada; I know of friends who have 
their own personal 2 and 4 meg 
machines. The stores have them for 
sale, and at a recent computer show 
in Toronto, there were Megas and 
Atari laser printers in evidence 
everywhere. However, as of Dec- 
ember 1987, the only production 
Mega with a blitter chip was one that 
I saw in Washington (Maryland to be 
more precise). As we go to press, 
excited reports are trickling from 
users who have been playing with the 
Atari Laser Printers and Atari PCs 
that arrived recently at local dealers. 


ATARI and the Canadian 
Government 

You may also have read stories of 
how Atari Canada put on a big demo 
for the Canadian Government and 
sold truckloads of Atari products. 
Not True. On 16 September in 
Ottawa, Canada, there was indeed a 
demonstration show for Canadian 
Government purchasers; but the show 


Canadian 
Dealers Show 


By Bob Thompson 


A good impression of the ST’s mar- 
ket potential in Canada can be taken 
from the number of companies dis- 
playing their wares at the 1987 3rd 
Annual New Products Show and 
Showcase. The show was sponsored 
by Atari Canada, August 15 and 16, in 
Toronto, Ontario. 

Atari Canada was showing the 
Megas, the Atari Laser Printer, the XE 
Game Machine, and the Atari PC, 
The main thrust of the show was the 
gathering of Canadian Atari dealers to 
announce the policy and marketing 
strategies of Atari Canada, particular- 
ly with regards to the new Megas. As 
such, the Dealer’s Show was billed as 
an "informal trade show". The show 
was not open to the public; only deal- 
ers, manufacturers, media, and select- 
ed individuals were invited. 

While the dealers were in mectings 
with Atari representatives, the show- 
room -- full of Atari manufacturers -- 
was virtually empty. This gave us a 
rare Opportunity to meet the manu- 
facturers on a one-to-one basis. 


U.S. Companies 

Many U.S. manufacturers attended 
the Toronto show. There is a good 
deal of interest among U.S. firms to 
tap the great potential of the Cana- 
dian market. Some manufacturers are 
intimidated by, and reluctant to deal 
in, the Canadian market due to un- 
known distributors, customs regulat- 
ions, and the fluctuating currency 
exchange. Despite these potential 
problems (more imagined than true) 
there was ample evidence of the de- 
gree of interest from the good turnout 
of U.S. companies at the Toronto 
show. 

U.S. companies included: Abacus, 
Analog, Antic, Baudville, Data 
Pacific, Digital Vision Inc., Epyx, 
General Electric (GEnie Communi- 
cations), Hybrid Arts, 
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Michtron/Microdeal, Migraph, 
Passport/Musicware, Practical Solu- 
tions Inc., QMI, Regent Software, 
Sierra, ST World, Supra Corporation, 
Timeworks, and Word Perfect 
Corporation, 


Canadian Companies 

The show gave a good opportunity 
for Canadian companies involved 
with the ST to display their wares. 
Although most Canadian companies. 
are not quite as well known as the 
impressive listing of American comp- 
anies in attendance, their products 
were just as impressive. 

The following Canadian 
manufacturers were at the show: 

CompuCable Systems Inc. 
(Saskatoon,Saskatchewan) showing 
the Spectra View II Information 
Display Cartridge for the 8-bit 
Ataris; 

Coursemaker International Inc. 
(Concord, Ontario) showed an im- 
pressive series of educational pro- 
grams "Learning Spoken English", 
and were showing their new program 
"AIDS: A Program About Health"; 

FaS Ter (Boucherville, Quebec) an 
exceptional disk-based ST magazine 
that has to be seen to be believed; 

Inagem Technologies Inc. 
(Montreal, Quebec) features "Agenda 
+",an integrated desktop organizer; 

ISD Marketing Inc. (Markham, 
Ontario) has recently announced 
“Calamus” a new high end desktop- 
publishing program from Germany; 

Looking Glass Software 
(Waterloo, Ontario) was showing 
“ALICE The Personal Pascal"; 

Nice and Software Inc. 
(Kitchener, Ontario) was demonstrat- 
ing their "CRICIT - Cash Register 
and Inventory Control" program; 

Northern Design Systems 
(Oshawa, Ontario) was showing their 
prototype version of "MI:CADDS" 
(since retitled "Symmetry"). 


In general, the show was a great 
success in that it gave U.S. compan- 
ies a chance to show their products in 
Canada, and allowed Canadian com- 
panies to expose their products to the 
specific clients who could market 
their wares. 
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was sponsored by Agenex Systems 
Inc., an independent company. True, 
Atari Canada did help with the de- 
monstration by providing an Atari 
Laser printer, and the presence of 
Atari Canada’s General Manager, Ian 
Kennedy. However, the demonstrat- 
ion was a privately financed and run 
venture. 

Although the demonstration was 
not large, it was professionally dis- 
played, and quite impressive. It con- 
sisted of a series of oral presentations 
followed by audience inspection of a 
number of workstations set up at the 
front of the room. 

It was also at this demonstration 
that Reset Magazine was first made 
available. 

With the interest aimed at desktop 
publishing, there was a station with a 
Mega 4 running a customized slide 
show and demonstrating Publishing 
Partner; a station with a 1040 hooked 
to an Atari Laser printer running an 
early version of Microsoft Write; and 
a station with a 1040 hooked to an 
Apple LaserWriter running Publish- 
ing Partner. 

There was an impressive display 
of Seikosha printers with Seikosha 
representatives showing off the 
entire line. Featured was the world 
premiere showing of the Seikosha 
SBP-10AI 800cps printer. 

The station that caused the most 
sensation was a 1040 hooked to an 
$H204 hard drive, with monochrome 
and colour monitors connected to a 
Monitor Master. This station was 
running Atari software, IBM software 
via pc-ditto, and MacIntosh software 
via the Magic Sac. It seemed to bog- 
gle the audience how one computer 
could run all three types of software 
for three computers from one hard 
drive. This station also had a 5.25" 
drive running original IBM software, 
for the skeptics who thought the 
whole thing was a put on. Attached 
to this same station was a Mitsubishi 
graphics tablet with the ST software 
driver from QMI. 

During his speech, as he was talk- 
ing about the Megas and the Atari 
Laser Printer, lan Kennedy announc- 
ed that by this time next year Atari 
would be releasing a laser printer at 
half the price of the existing printer. 
Don’t ask me how they plan to pull 


that one off! 

The results of the demonstration, 
in fact, did not produce any sales to 
the Canadian Government; but it did 
open the door to further marketing 
thrusts into that difficult-to- pene- 
trate area of sales. The true success 
of the demonstration will depend on 
how much Atari Canada is willing to 
support Agenex Systems Inc. in their 
marketing efforts, and on the ability 
of Atari to deliver the products. 


Only in Canada? 

There are some unique Canadian 
companies that are producing ST re- 
lated products. Aside from the active 
Canadian companies mentioned in the 
accompanying sidebar, there are many 
others worthy of note. 

Perhaps the best known Canadian 
company was Batteries Included. 
This well-known firm has been sold 
to Electronic Arts. 

Another Canadian company worth 
mentioning is KAO-DIDAK of 
Arnprior, Ontario. This company too 
has been bought out -- this time by 
the Japanese. If you haven’t heard of 
them yet, you probably soon will. The 
Arnprior plant is the world’s largest 
3.5" disk plant. The fully-automated 
plant is aiming to produce 150 million 
disks per year by the year 1990. All 
disks produced will be under the 
trade name of AXIOM, with a prem- 
ium brand KAO soon to be released. 
Products from Arnprior will be sold 
around the world, but the emphasis 
will be on the U.S. and europe. This 
company may do a lot in terms of 
driving down the price of 3.5" disks. 


As you can see, the Atari ST is 
alive and well in Canada. The Atari 
community in Canada has some 
unique aspects of ST computing to 
offer the readers of RESET. Through 
this column I hope to be able to keep 
you informed of what’s going on up 
here in the Great White North. = 


Bob Thompson, Editor-In-Chief of RESET, 
is a founding member of the National Capi- 
tal Atari Users’ Group and past president of 
the club. He has been Editor of Bytown 
Bytes, the group newsletter, for some time. 
Bob is a publications officer with the 
Canadian government; that position, along 
with his commercial art training and the 
purchase of an ST, has naturally pulled him 
into the realm of desktop publishing. 
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USING DEGAS ELITE 


by Hooman Simyar 


Degas Elite is an ST paint program 
that is very simple to use and has 
many options. In my drawing explor- 
ations I have discovered a number of 
helpful approaches (see "How to Draw 
Space Graphics Using Degas Elite" in 
issue #1 of RESET). These techniques 
may also be applied to other art pro- 
grams, for example, Neochrome or the 
original Degas. 


The U.S.S. Enterprise 

Familiarity with the Degas Elite 
manual and previous experience with 
drawing space pictures should make 
the following steps easier. Do not be 
afraid to experiment, even if you are 
new to the world of computer art. 


Setting The Colours 

When I decide to draw a space pic- 
ture, I change the background colour 
to black, and the opposite colour to 
white. The Enterprise is to be metallic 
blue- grey, so I have set seven colours 
for its structure. The colour codes are: 
112, 223, 334, 445, 556, and 667. This 
should give a range of blue- grey col- 
ours from light to dark. I suggest one 
red (600), leaving six more colours in 
the blue to dark- blue range required 


for the starship’s centre and naviga- 
tional domes (the blue circle in the 
middle and two domes on the top and 
bottom). 


Beginning With The Outline 

Select the DRAW’ option, and 
with the colour white which contrasts 
to the background, draw an outline of 
the starship in rough. After deciding 
upon the size and position of the 
outline, redraw it by following these 
steps: 
a) Make a long oval on the top part of 


the Enterprise; this will be its upper 
hull outline. Then produce another 
oval a little shorter and a little lower 
than the first one. The two ovals will 
intersect at two opposite points. Erase 
the lower part of the second oval that is 
protruding from the primary oval. 
This will create a crescent and a thin 
band on the top part of the disk. Make 
a final oval right in the crescent where 
it almost touches the top and bottom of 
the crescent but making the spaces be- 
tween the two ovals thicker as it grad- 
ually meets the sides. 


Figure L 
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Figure 2. 


b) Make a circle below the 3-oval part 
which should be 15-20 pixels away 
from the upper disks. This circle 
should be a little wider on the top and 
bottom, giving it a slight egg shape. It 
must also have a diameter of approx- 
imately the same thickness of the up- 
per disk. Then make a perfect circle 
which you place in the upper-centre of 
the egg-circle; this circle should have 
2/3 of the diameter of the egg-circle. 
Make one last circle slightly smaller in- 
side the second circle. You should now 
have the upper and lower hull outline 
of the Enterprise. Sce figure 1 for 
visual help. 

c) Use the ’LINE’ option to draw two 
vertical extending lines from the lower 
hull, then look at Figure 1 to see how 
the outline of the warp nacelles (wings) 
of the Enterprise are drawn. Sce Fig- 
ure 1 again for other outline detailing 
such as the connecting of the upper 
hull and the lower hull, plus the out- 
line of the upper hull domes. 


Using The Blue Shades To Produce 
The 3-D Domes And The 
Navigational Sensor 

This part looks complicated but it 
is easy once learned. Starting with the 
navigational sensor, which is the centre 
circle of the lower hull, begin by filling 
the circle with white. Then, with the 
darkest blue colour, go around the 
interior of the white circle. You should 
get a dark blue circle around the white 
filled-in circle. Go further into the 


Figure 3. 


white circle with the next lighter 
colour and do the same in between the 
white circle and the dark blue outline. 
After you get to the lightest blue col- 
our and make the final circle, you 
should get a disk with dark ends and a 
light interior. It will look like a blue 
3-D sun-like object. If you look at 
Figure 2 you will notice that I have 
added more detail such as darker lines 
protruding from the sides; it is not 
necessary for you to do so, but it 
makes it more detailed and realistic. 
The domes require the same ap- 
proach. Do the upper dome lighter on 
the top and darker on the bottom and 
sides. For the lower dome make the 
bottom lighter and top darker. Later 


on you will notice that this will give 
you a 3-D effect. 

The photon tubes are the two red 
dots on the centre of the ship. Please 
see Figure 2 for the detailing. 


Producing A 3-D Shadowing Effect 
On The Structure Of The Ship 

I consider this part to be the hard- 
est but maybe Figures 3 and 4 will be 
of help to you. Begin by enlarging a 
part of the lower hull by about four 
times. Using the same lighter to dark- 
er 3-D technique you used on the blue 
structures, begin from the outer part 
of the blue circle with the darkest 
grey-blue colour; gradually draw with 
lighter colours as you go towards the 


Most of my early pictures are real- 
istic detailed views of planets, moons, 
and moon surfaces. For more chal- 
lenge, I began drawing scenes from 
Star Wars and Star Trek, then I went 
on to landscapes and nature scenes. I 
came up with amazing scenes with 
shades of blue, green and red. Some 
people do not believe I did these 
drawings, but my success can be ex- 
plained by my use of colour. For al- 
most all drawings I start with a pa- 
lette composed of many shades of one 
colour. Using a technique called anti- 
aliasing , 1 smooth broken edges by 
adding lighter or darker shades of the 
same colour, depending on the sur- 
rounding colours. 


A HOT TIP 


Since this picture of the 
Enterprise is two-dimensional and 
symmetrical, you may use a trick 
to make things easier and more 
precise. Draw one half side of the 
Enterprise, then take that half by 
using the —BLOCK’ menu, reverse 
it by pressing the left-right arrow 
key, and you will have the other 
half of the Enterprise. Connect 
the two sides, and you will get 
one whole outline with the two 
sides exactly the same. This 
makes the task of drawing and 
matching the other side so much 
easier. 
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Figure 4. Figure 5. 


end of the egg-shaped lower hull. This smearing manually. Blending colours all the empty space, creating a starfield 


should make the lower hull very dark like this will allow a smoother result, background with the Enterprise in the 
near the centre, and very light at the as you will not be able to detect where middle. 
edges. This will give a 3-D effect to the two blended colours meet. This picture requires patience and 
the hull. interest, but if you work hard, you can 
For the warp nacelles, look at Fig- The Final Touches produce a picture that will amaze you 
ures 3 and 4 for details, but note that Use Figures 4 and 5 to guide your and your friends. The graphics capa- 
the bottom- side parts of the engine addition of details that will make the bility of the ST is something not to be 
nacelles are lighter, since the light starship fully complete (for example, missed. = 
source is coming from the bottom back the NCC- 1701-A lettering, structural Hoaiian Simyarhas Ween plyingtwiancomay 
of the background. For the top disk, detailing, lights and window etc.). puters since the age of ten. He acquired an 
draw some lines from the bottom dome Remember to use anti-aliasing to Atari Sr wen he Was fourteoe years oes 
i ci since that time he has created a range o! 
centre which gradually bend as they smooth edges which look crooked. ,_ pletures and scenes and published in maga- 
meet the top of the crescent; these lines To make stars, SET ANIMATION’ zines (e.g. Bytown Bytes, Reset). His earlier 
will dictate where the colours are to the entire range of blue- grey col- drawings were-¢f planets:and stars and he 
placed, and the rounding effect of the ours, select the CYCLE’ option, then seated a eae chine. slide ati avy called (Us 
. . . A ae i rip to the Solar System." Other computer 
underside of the Enterprise. Begin SET AIRBRUSH’ to LOW’ airbrush drawings include cars, ships, human figures, 
with the darkest colour, and fill the flow and LARGE’ airbrush size. and landscapes. Hooman is now sixteen ane 
. . ‘ : . . ; thinking of his future, probably as an ortho- 
middle area allocated by the lines with Using the airbrush will create a nice doutlst or physiotherapist, Balsvelassumeke 
the darkest blue-grey colour. Fill in flow of light and dark dots. Airbrush will continue his computer hobbies. 


the other areas with a lighter and 
lighter colour until you have created a 
rounded effect on the underside of the 
ship. Notice that the forward part is 
dark and the side parts are light. 

Use a similar technique for the nar- 
row strip above the crescent. Have the 
bright area in the middle and the dark 
area on the side. 

The result will be several areas 
with different colours; these will go 
from light to dark, dark to light. To 
make the picture more realistic or 3- 
dimensional, smear the large bodies of 
colour together to give the structure a 
more rounded look. Use the SMEAR’ 
option, or enlarge the areas where two 
different colours meet and do the 
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Plugging Your ST 
Into The World... 


An increasing number of ST owners are using 
their computers to explore the world outside Atari. 
It often becomes a major hurdle to overcome the 
incompatibility between different brands of com- 
puters in order to share data, or to use non-A tari 
peripherals. : 

The most common way to transfer data between 
computers is by telecommunications via a modem. 
With a modem, it is possible to talk to virtually any 
computer, and to transfer data between normally .- 
incompatible computers. If the two computers are 


close ‘by each other, it is even possible to hook them, 


together via a null modem. (See "Null Modem 
Cables: How To Make Them".) . 
Even though-most data is not transferable be- 
tween incompatible computers, there are specific ST 
programs that will import or export files readable 
by software on other computer systems: (See "Data 
Transfer vs. Emulation". ) If a modem or null mo- 


dem is not feasible, there is the Possibility to trans- . 


fer compatable files from 5.25" format directly into 
the ST. (See "Connecting a 5.25" Drive To The 
Atari ST".) 

You can also fool the ST into emulating entire 
operating systems of other computers. In the first 
issue of RESET we discussed the ability of the ST 
to emulate a Macintosh through the Magic Sac hard- 
ware device. This issue we fogus on the ability of 
the ST to emulate MS-DOS computers by using 
software emulation. (See “pc- ditto".)" Software 
emulation of various ’terminals’ is also available to 
the ST. (See "Terminal Emulation On The ST") 


is often completed by th 
desire to connect 
strange 


Introduction 

pe-ditto .. 

A Typical pe ditto Installati 

Connecting a 5.25" Drive To The Atari ST 


Data Transfer vs. Emulation .. 

Terminal Emulation On The Atari ST 
Null Modem Cables: How To Make Them 
Two Graphic Tablets For The ST ... 


pieces of hardware to your computer. These hard- 
ware devices are normally geared to special)appli- 
cations. The connecting of MIDI instruments; 
graphic devices such as tablets, scanners, and plot- 
ters; and strange homemade experimental apparatus 
are for those hooked on exploring the computer 


. world. (See "Two Graphic Tablets For The ST".) 


If all of this seems hopelessly confusing to you: 
take heart; the purpose of this feature section is to 
help clear up some of the considerations of 


“Plugging Your ST Into The World". = 


The Front Cover 


In keeping with the theme 
of this issue’s feature, the 
computer image on the 
cover was created using 
various methods and com- 
puters outside the realm of 
the ST world. An ST com- 
puter was photographed 
using a video digitizer con- 
nected to an Amiga. The 
Amiga IFF file was trans- 
ferred to a 5.25" IBM 
floppy disk using Sidecar. 
The IFF file was then 
transferred to a3.5" ST 
format disk via a 5.25" 
drive connected to an ST. 
Then the Amiga IFF file 
was loaded directly into 
Spectrum 512. Jim Turner, 
RESET Art Director, creat- 
ed the Earth image using 
Degas Elite. The Earth 
image was amalgamated 
onto the Spectrum file with 
the digitized ST, and the 
finishing touches were add- 


ed. The whole Spectrum 
512 file was created side- 


ways in order to match the 
proportions of the RESET 
cover. The Spectrum file 
was then photographed, 
and sent for colour 
separation. 


pc-ditto 


By Glenn Brown 


TITLE: pe-ditto 
TYPE: Emulation Utility 
MANUFACTURER: Avant-Garde Systems, 


Jacksonville, Florida 
PRICE: $129.00 CDN $89.00 US 


One of the first things many people ask when they see 
an ST is: “will it run PC (or MS-DOS) software?” Atari 
has had a hardware PC emulator in "vapour" for years, 
and Paradox gave us MS:EM (which never worked); but it 
took Bill and Jenny Teal of Avant- Garde Systems to give 
us what no one else could: a working PC emulator, 
pe-ditto. 


What Is An Emulator? 

An emulator is a device, either hardware or software 
(and in the case of the Magic Sac, both) that allows one 
computer to run the software written for another. 
pc- ditto is a program that allows your ST to run software 
written for the IBM PC. And run it does: Avant-Garde 
claim 95% compatibility, and that’s a very conservative 
estimate. 


Examples of programs that run include: 


Compaq DOS Crosstalk X VI 

Flight Simulator GEM 

Harvard Project Manager Javelin 

Lotus I-2-3 Microsoft W ord 

Norton Utilities Paradox 

Q&A Reflex 

R:base 5000 Sidekick 

Sideways Supercalc (versions 3 and 4) 
Symphony Think T ank Turbo Pascal 

Windows Word Perfect 


Xtree dBase I, II, III Plus Enable 
IBM DOS (versions 1.1, 2.0, 2.1, 3.0, 3.1, 3.21 and 3.3) 
..and many more. 


It’s a lot easier to list what doesn’t run: 
Basic A (which doesn’t run on clones, either) and a list of 
13 programs (none that I miss) that are in a .DOC file on 
the disk: 


Mentor Carbon Copy Plus 
Mirror II Jet 

Type! Disk Optimizer 
NewsMaster pkarc 


Where in the World is Carmen Sandiego? 
Where in the U.S.A. is Carmen Sandiego? 
ATI "Teach yourself Microsoft Word” 
Chuck Y eager’s Advanced Flight Trainer 
Evelyn Wood Dynamic Reader (new version) 


A Typical pc-ditto 
Installation 


By Glenn Brown 


To give you an idea of what’s involved, let me lead 
you through my own installation of pc-ditto (this applies 
to a 1040ST with two double-sided drives): 


1. First, I copied all of the PC files from the PC folder 
on the pc-ditto disk onto a backup copy of 
MS-DOS 3.3. 


2. Next, I booted the PC_DMENU.PRG from within the 
ST folder on the pc-ditto disk (this program allows 
you to tell pc-ditto your system configuration), and 
received a screen with the following options: 


Disk: allows you to configure drive "A" as the first or 
second drive, in case you want to designate an ex- 
ternal 5.25" drive as "A" in order to boot protected 
software. You must specify whether or not you have 
an external 3.5" or 5.25" drive or a hard drive 
attached. 


PC_DMENU. PRG 


IDES [Video] 
Drive A: is: [First ] ne 
External drive: EG] (5.25 | 

Hard disk attached: [No | REE 


Ignore non-GEM Hard 


disk partitions: [No | ft) [Help | 
Cancel Changes 


As you can see above, I set up my external 3.5" drive 
as "A" (it’s quieter than the drive in my Mega, but 
then so is a Mac truck), and configured it to would 
recognize my hard drive. 


Video: this allows you to run the ST as an IBM 
monochrome or colour system (this has nothing to 
do with the ST monitor; pc- ditto automatically runs 
in either medium or high resolution). I chose colour 
emulation. 


Keyboard: allows you to set key repeat and key delay. 
The defaults are fine for me. 
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Colors: allows you to designate which colors (or, for 
those of us in Canada, colours) are displayed. 
Obviously this only applies if you are running in 
colour. 


DEVICE=DRIVER.SYS /D:1/F:2 [return] 

F6 [return] 
The first line creates the CONFIG.SYS file and puts 
what you type on the console into the file. The 
second line tells the system that I have a hard drive 
attached (delete this line if you don’t have a hard 
drive), and the third and fourth lines identify my 
double-sided drives. After pressing "F6", you'll see 
"AZ" (end- of-file marker). 


PC_DMENU, PRG 
Copyright 1387 Avant-Garde Systens 


(Disk ] (Video) [Keyboard] Colors) [RTE 


Mouse type: [Off | Help | 
Generic Mouse(tm) Buttons: 


Left key is: — [9] 


Right key is: 
Ly 
(Save Changes | [Cancel Changes | 


-- AUTOEXEC.BAT is a batch file that MS-DOS will 
automatically execute after you load DOS. From the 
A>, type: 

COPY CON: AUTOEXEC.BAT [return] 

PCDSETTD [return] 

QWICKEYS [return] 

SPEEDY3 /H [return] 

CLS [return] 

F6 [return] 
The first line creates the AUTOEXEC.BAT file. Now 
for the reason that I copied those files from the PC 
folder onto my DOS disk. The next line tells 
MS-DOS to take the time and date from GEM, so that 
if you have a clock the settings will be carried over. 
The next two lines tell DOS to run the two public 
domain cursor- speedup programs provided on the 
pe-ditto disk. CLS is a command that tells DOS to 
clear the screen. 


Serial: Atari mouse functions as a 
Microsoft compatible serial mouse. 

Generic: Mouse acts like the arrow keys 
When both buttons have characters, 
moving the mouse causes arrow 
keystrokes. If one or both buttons 
are empty, you must hold down an 
enpty button when moving the mouse 


Mouse: this allows you to run with either as a 
Microsoft compatible mouse, or Avant-Garde’s 
"generic" mouse. 

3. After completing the setup, I saved it, then exited to 

TOS and booted the PC_DITTO.PRG, which brought 

me to the screen shown below. 


poDITTOCtw) Copyright 1986, 1987 Avant-Garde Systens U.S. Version 3.01 


fiditte is a cownercial product, sold for profit. It is hot yublic domain 

se of this product is subject to-a license agreenent printed on your product 
Package, This agreenent will be legally enforced. 6 
Available menory: 783K Video node: Color 


Drive A: is the Second drive Drive B: is the First drive 


- Now the last step: I forced a system re-boot by 
pressing "Control/Alternate/Delete". This is the 
combination that will reset, or soft boot, a PC: on the 
ST you are brought back to the pc-ditto title page). I 
then pressed "Return" to run DOS with my new 
CONFIG.SYS and AUTOEXEC.BAT files. 


Mouse selected: Serial 
2 partitions available on hard drive 


Please insert a DOS diskette in drive A! 
press RETURN to start the DOS 


For those with troubles with any of this set-up 
press ESC to vetusn to the CEH DOS 


procedure, the README files on the pc-ditto disk 
explain in great detail exactly what you need to do to get 
set up, regardless of your hardware configuration. Those 
using DOS 3.2 should read this file if they need help with 
the DRIVPARM command. Hard drive owners should 
consult the HARDDISK.DOC file before they try to 
install MS-DOS on their hard disks. = 


4. I then put in my DOS disk (version 3.3), and entered 
the world of MS-DOS 


5. After being amazed by the "A>", the first thing I did 
was to write new CONFIG.SYS and AUTOEXEC.BAT 
files. For those new to MS-DOS, I'll detail exactly 
how they were written: 


PC Snapshot? 
There may be those of you who have tried to use a snapshot utility 
from within pe-ditto’s MS-DOS environment, and have discovered 


-- The CONFIG.SYS file is one that tells the IBM 
operating system about your hardware configuration. 
From the A>, type: 

COPY CON: CONFIG.SYS [return] 
DEVICE=PC_DHD.SYS [return] 
DEVICE=DRIVER.SYS /D:0/F:2 [return] 


the simple fact that it is impossible. When you exit from the title 
screen, pc-ditto reboots your system. So how did I get the graphic 
of the title page? Simple: I used the VIP font program with the old 
version of VIP to get the IBM font; recreated the pe-ditto title 
screen as a set of labels within VIP; used Compute’s Snapscreen 
accessory to capture the screen as a PI3 high resolution Degas 
picture file; then cleaned up the image using Paintpro from Abacus. 
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My guess is that the compatibility percentage is closer 
to 99%. 


Hardware Requirements 

pce-ditto will run on any ST with TOS in ROM, but I 
would recommend one meg of memory with at least one 
double-sided drive. Two double-sided drives are an even 
better idea, and, as in the PC world, the ideal is tohave a 
hard drive, Cabling kits are commercially available to 
connect an IBM 5.25" drive to the ST, but with the new 


Personal System-2 machines (and many portables) using 
3.5" disks, more and more IBM software is available in 
the smaller disk format. I have upgraded my copies of Q 
& A, Thinktank, and Travelling Sidekick to 3.5" format, 
and only Borland charged me for the upgrade (to Sidekick 
-- $15.00). It was fun to write these companies, asking for 
3.5" versions to run on my A tari. Now that version 3.01 of 
pe-ditto is out (more on the upgrade later), the program 
runs on both colour and monochrome monitors. 


Connecting A 
5.25" IBM Drive 
To The Atari ST 


by Nobby Obukuro 


If you're interested in connecting a 5.25" disk drive to 
your ST, all the technical information you will require can 
be found here. Be warned, however, that this description 
is a summary of the project information and is not a 
step-by-step walk-through. It is intended for the 
experienced hobbyist/ professional already confident in 
his/her technical abilities. 


PLEASE BE AWARE THAT THIS PROJECT 
SHOULD ONLY BE ATTEMPTED BY 


TECHNICALLY QUALIFIED PERSONNEL. 
ONE MISTAKE CAN SERIOUSLY DAMAGE 
YOUR COMPUTER OR DISK DRIVE. 


For those ST users who want to do IBM work at home on 
their ST’s, several emulation programs, like pc-ditto and 
other conversion programs, are available. For instance, I 
have done drawings on my Atari using First Cadd and 
transferred these to Generic Cadd which runs on an IBM 
XT. The same was true for Word Perfect ASCII files at 
work and my Atari Word Writer files at home. The files 
can be transferred, either via telephone modem to an IBM 
computer at work, or by using the correct diskette size 
and type. The latter method is usually more convenient. 

The problem with most PCs is that they use 5.25" 
floppy diskettes, whereas the Atari uses 3.5" diskettes. 
So, I’ve interfaced my 520ST to a 5.25" Panasonic model 
JU-455-5 drive. This drive is used in XT’s and AT’s so 
that 360K compatibility is assured. Several other makes 


of drive can be used. Only the jumpering on the drives 
would have to be changed for the appropriate make. In 
this article I will provide you with all the technical 
information you’ll need if you’re considering connecting a 
drive yourself. 


Parts Required 

All of the components for interfacing should be available 
at your local electronics store. Your Atari dealer sells 
replacement floppy cables for about $20.00. This cable 
can be cut in half to provide the correct computer- 
to-floppy drive connector for two drives. You can splice 
and solder a #18-26 gauge, 14-conductor cable to give 
your drives added cable length. The drive requires a 
34-pin .1" spacing card edge connector for its input sig- 
nals. Us an AMP connector (p/n 583717-5) if you have a 
flat-ribbon cable. Only one chip -- an ordinary TTL 7400 
-- was required to provide the necessary logic and buffer- 
ing to the drive-select and motor-on signals. 

The electrical drawing shows that both signals must be 
present before the drive can be selected. The jumpers 


Interf: ircuit For 5.25" IBM Drive To Atari ST 
FROM THE ATARI 14 TOTHE FLOPPY DRIVE 


10 DRIVE SELECT 


PINS 

4) 16 MOTOR ON 

7400 

PIN4 § <j §§ |NDEX/SECTOR 
PIN 18 DIRECTION SELECT 
PIN 10 20 STEP 
PIN 11 22 WRITE DATA 
PIN 12 24 WRITE GATE 
PIN 13 26 TRACK 00 
PIN 14 28 WRITE PROTECT 
PIN 14 SE 30 READ DATA 
Ni 39 SIE SELECT 


* BE SURE TO REMOVE 150 OHM RESISTOR PAK (RP1) TO STOP 
SIGNALS FROM BEING OVERLOADED 
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Getting Started 

pe-ditto comes with a rather slim 14-page manual 
which explains how to get running in MS-DOS. It does 
not explain how to run MS-DOS, as it presumes that the 
user is somewhat familiar with the IBM operating system 
and probably has access to an IBM computer in his or her 
office. Over the past year, Avant-Garde has learned that 
not all their users are familiar with the intricacies of MS- 
DOS. As aresult, they have provided detailed intructions 
that explain exactly how to get started, and exactly how 


for this drive are as follows: DO, DS, DA, and MS. The 
Atari power supply is adequate for powering the unit. 
You'll require a male 4-pin DIN connector and an AMP 
power connector (p/n 1-480424-0) to interface the Atari 
power supply to the drive. 


Computer/ Drive Information Exchange 

The following is a brief explanation of how disk 
drives work, and why the interfacing of a 5.25" drive to 
the Atari is possible. 

In order to store data on the floppy drive, the computer 
must do some handshaking with the drive to ensure that 
the drive is ready to receive instructions. These signals 
are as follows: 


From The Computer To The Floppy Drive: 

* Drive Select: There may be up to two drives daisy 
chained on the same cable. 

+ Motor On: Tells the floppy to start spinning. 

+ Direction Select: Moves the read/write head either in 
towards the centre, or out. 

+ Step: There are 40 tracks on a 5.25" diskette. Step 
means "jump to the next track in the direction 
previously selected”. 

+ Side Select: There are single- and double-sided drives 
available. For single-sided drives this signal is 
ignored. 

+ Write Data: This signal is the data to be written on 
the floppy. 

+ Write Gate: This is a timing signal to tell the floppy 
when valid data is present. Normally the "write data" 
line is left either low or high. 


From The Floppy Drive To The Computer: 

+ Index/ Sector: There is a hole off-centre on the circular 
diskette. A pulse is given every time the diskette 
does one complete revolution and this marker is 
sensed. 

+ Track 00: This signal is equivalent to "start line". It 
confirms that the read/write heads are on track zero 
(counting is from zero to 39). Except on power-up, the 
computer keeps records of which tracks are being 


to format disks. There are numerous text files on the disk 
which should be read before you start. 


Speed 

The second question people ask about pc-ditto (after 
they see that it runs) is "How fast is it?" The answer is 
simple; "Not very". The Norton SI test gives pc-ditto a 3 
rating, and PC Magazine’s benchmark tests come out at 
about the same. This means that pc-ditto is running at a 
clock speed of about 14 mHz (30% of the standard PC’s 


used, The track number is also recorded on the 
diskette during the format operation as an additional 
location check. A 3.5" drive has 80 tracks. Hence, I 
recommend using the IBM to initially format the disk- 
ette. This way you won’t have to run pe-ditto to 
format the diskettes. The File Allocation Table 
(FAT) is on track zero. This is the diskette directory 
for information storage and retrieval. 

¢ Read Data: This is the raw data given to the floppy. It 
is not necessarily the data written on the floppy. The 
floppy has some internal data checks and synchron- 
ization codes that it uses that are of no interest to the 
computer. 

¢ Write Protect: This signal tells the computer that the 
data on the floppy cannot be changed without 
removing the write protect tab. 


As can be seen from the signals descriptions, there is 
nothing uniquely "Atari" or "IBM" about them. Without 
trying to over-simplify the facts, this explains why the 
two disk drives are interchangeable. Now, the Macintosh 
drive is a totally different situation. The speed of the 
drive varies with the track selected, affecting the timing 
of the data pulses to and from the drive. 

For those who are game for this project, bear in mind 
that the ATARI controller chip is not buffered, and hence 
should only be used to drive one TTL floppy at a time. It 
is capable of driving three low-powered TTL drives. (ie. 
use 74LS chips on all the signals from the computer, to 
prevent overloading if you want two drives being acces- 
sed at once.) 

As a final note on this particular floppy drive, let me 
say that while it does store files like a regular Atari drive, 
don’t try and use it as a normal second system-drive; you 
may run into problems (such as directories not updating 
properly when using the Escape key. Good luck with this 
project and be sure to write if you have any problems. = 


Nobby Obukuro is a consulting engineer on computer systems. He 
works mostly on MS-DOS systems configured as engineering work 
stations to run Generic CADD. He graduated from Electrical 
Engineering from the University of Toronto in 1971. 
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those who do not have the Microsoft drivers) that 
allows the mouse to generate keystrokes while running 
PC software.) 

* pe-ditto can now get the time and date from TOS, so 
those of us with battery backup for our system clocks 
don’t have to reset the time in MS-DOS. 


Bill Teal 

Bill Teal wrote pc-ditto, and he and his wife Jenny are 
Avant-Garde. I have talked with Bill a number of times 
about the program, especially concerning this, and future, 
upgrades. The company has working versions that run 
faster but are not as stable as the release version. Their 
goal is to have pe-ditto emulate the PC at full PC speed 
(4.77 mHz). 

The company has been affected by software piracy, 
although the fact that initial upgrades will be first avail- 
able to registered users (if you haven’t got yours yet, send 
in your registration card) has meant that some pirate users 
have upgraded to the real thing. There is a pirate version 
floating around that some hacker renumbered 2.03. This 
is not a legitimate version; it contains a patch to allow it 
to run in monochrome. Atari and Avant-Garde warn that 
this patch can cause permanent damage to your system. I 
personally have no sympathy for anyone who burns out 
his or her monitor using a pirated version of this, or any 
other, software. 


Conclusion 

In many ways, pc-ditto has been a big help to Atari 
(they can now honestly say that the machine will run 
MS-DOS). With version 3.0, the only drawback to using 
the program is it’s slow speed. Certainly those who use a 
PC in the office and wish to bring work home, or those 
who just want to learn how MS-DOS works, will find it 
indispensable. = 


PS: The answer to the question at the beginning of this 
review is yes, the ST will run PC software (if you have 
pe-ditto)! 


Glenn Brown is a founding member of the NCAUG/ST, as well as 
current president. He is also past president of Ring 151 of the 
International Brotherhood of Magicians. 


MS-DOS Help 

For those who want more information on MS-DOS, 
there are numerous books published on the subject. 
Microsoft Press have published three excellent 


reference works by Van Wolverton: 

"Using MS-DOS", 

"Supercharging MS-DOS", and 

"Quick Reference to MS-DOS Commands". 

The last, at $7.95, is probably the best bet for many. 


Null Modem Cables: 
How To Make Them 


By Rick Beetham 


ATTENTION: THE FOLLOWING HARDWARE MODIFI- 
CATIONS MAY REQUIRE SOME PREVIOUS ELECTRICAL 
AND SOLDERING EXPERIENCE TO PERFORM. WE OF- 
FER THIS INFORMATION IN THE SPIRIT OF ASSIST- 
ANCE AND GUIDANCE TO OUR READERS. PLEASE DO 
NOT ATTEMPT THE TASK UNLESS YOU FEEL CONFI- 
DENT WITH THIS TYPE OF WORK. 


Never has the phrase "Power Without the Price” be- 
come more obvious than now. If you had to choose be- 
tween an Atari 130XE, an IBM- XT, an APPLE MAC- 
INTOSH or an ATARI ST, which should you choose? 

Well, if you have read some of the other articles in this 
magazine, or are lucky enough to have talked to an ATARI 
enthusiast, then you would now know that the ATARI ST. 
with the right software package, is capable of emulating 
any of the above machines and running their software! 

There is, however, still a problem with getting that 
software over to your ST disk. For those of you who do 
not own any of the other computers then I recommend 
that you purchase a modem and a terminal package (such 
as FLASH) and help yourself to the many public domain 
programs now available on local bulletin boards across 
the country. 

A modem and terminal software package will allow 
your computer to talk to any other type of computer, by 
using the telephone line. These other computers, incom- 
patible with the ST, are often owned by hobbyists running 
special bulletin board programs that allow you to leave 
messages, and share programs with other computer owners. 

For those of you who already own one of the incompat- 
ible machines there is an even easier way to communicate! 
All you have to do is build a null modem. A null modem 
is essentially a cable that connects your computer directly 
to another computer and allows them to communicate. 
There is no need to use the telephone line or any other 
hardware. 


Connecting ST to IBM 

A bare-bones null modem can be made with 3-strand 
wire (three small wires within the cable) and two RS232 
connectors. The type of connectors used will depend on 
which RS232 connectors came with the computers that 
you are trying to put together. The RS232 connector on 
the ST is marked "MODEM"; to connect to it you will 
need a female 25-pin RS232 connector (Radio Shack Part 
#2761548). The RS232 port on the IBM clone which I am 
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going to connect in this example happens to be identical to 


the ST, but you should check your computer manual to be 
safe! 
The 3 wires are connected as follows: 
1) Ground (Pin 7 on the ST) is connected to ground 
(Pin 7 on the clone). 
2) Transmit (Pin 2 on the ST) is connected to receive 
(Pin 3 on the clone). 
3) Receive (Pin 3 on the ST) is connected to receive 
(Pin 2 on the clone). 
After building the cable I was able to transfer binary 
files by using the Xmodem protocols available in both 
FLASH on the ST, and PRO-COMM on the IBM clone. 


Connecting ST to 8-bit Atari 

Those who own an 8-bit ATARI may have noticed that 
unless they are fortunate to have purchased an 850 inter- 
face (or the P:R: Connection from ICD), they don’t have 
an RS232 port available! Don’t despair, read on. 

For about $16 and a little bit of work you can build a 
cable that can be used by any of the terminal packages 
that use joystick port numbers lor 2 to talk toa modem 
(this is commonly referred to as the R: handler; Smart- 
Term and HomePak are two such examples). 


Materials Required 
What you will need: 
+ The diagram accompanying this article. 
+ A length of 3-strand wire. 
« A switching diode (Radio Shack Part #2761122). 
+ A4.7K 1/2 watt resistor (Radio Shack Part #2718030). 


+ A 25-pin RS232 connector (Radio Shack Part #2761548). 


+ An old ATARI joystick cable or, failing that, a 9-pin 
connector (Radio Shack Part #2761538). 
Please note that if you buy the connector you will pro- 
bably have to trim most or all of the metal from it in order 
to plug it into the recessed joystick ports on the 130XE. 


Figure 1. Parts List and Wiring Diagram 


. 


Wiring and Connections 
The connections are as follows: 

1) Connect pin 8 (black wire) on the joystick plug to 
pin 7 on the RS232 plug for the ST. 

2) Solder the diode to connect joystick plug pin 8 
(black wire) to joystick plug pin 2 (blue wire). 

3) Connect pin 2 (blue wire) on the joystick plug to 
the 1/2 watt resistor; then connect it to pin 2 on 
the RS232 plug for the ST. 

4) Connect pin 1 (white wire) on the joystick plug to 
pin 2 on the RS232 plug for the ST. 

5) Cover the plugs, either with electrician’s tape, or 
an electrical shield (available from Radio Shack). 


I have found that the Atari 8-bit null modem cable, 
assembled as described above, has worked flawlessly 
for me over a distance of 25 feet, at speeds up to 1200 
baud, using FLASH on the ST and a Smartterm package 
on my ATARI 800. However, you may experience one 
of the following problems / oddities with this particular 
cable. 

1) If you have problems getting the computers to 
talk both ways, check the diode: you may have 
installed it backwards. 

2) Because the cable is unshielded and uses no out 
side power, it is susceptible both to electrical 
interference and power drops. Try moving the 
computer to a different circuit (outlet) in the 
house. 

3) All computers appear not to be built the same, 
and as a result no matter what you do, they refuse 
to talk to each other. I suspect that this will be 
an internal problem with either computer, or that 
the signal itself just isn’t strong enough to carry 
the information. In either case there is no easy 
solution unless you are technically minded, and 
confident enough to investigate for yourself. 


Please note that neither I nor RESET magazine can 
accept responsibility for any mishaps that may occur if 
you should attempt this project. I can say, however, 
that building a null modem to connect your ST to an- 
other computer is a very simple operation. I am not at 
all technically adept and yet I have had no problem 
constructing at least a dozen such cables (for both IBM 
and ATARI 8-bit computers) over the past year or two. 
Just be careful, and check your work as you go. = 


Rick Beetham is an E.D.P. Staff Officer in the Public Service. 
He purchased his first computer, an Atari 800 with tape-drive, 
via mail order (they weren’t available locally seven years ago!). 
Today his seven- and eleven-year old daughters are the primary 
users; Rick bought his ST two years ago. A founding member of 
the N.C.A.U.G. in Ottawa, his main interests are in 
telecommunications and programming. 
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Iwo Graphic Tablets 
For The ST 


By Bob Thompson 


NAME: ProTablet ST 

TYPE: Graphic Tablet 

PRICE: $395.00 US 

MANUFACTURER: Quantum Microsystems Inc. (QMI) 
Liverpool, NY 13088 


NAME: ARTablet 

TYPE: Graphic Tablet 

PRICE: $395.00 US 

MANUFACTURER: EI/O Products 
Rockville, MD 20852 


What Is A Graphic Tablet, And Why Do I Need One? 

A graphic tablet has a flat drawing surface with an 
electronic grid just below the surface. You move a pen- 
like “stylus” on the drawing surface of the tablet to trans- 
fer data to the computer screen. The stylus replaces the 
mouse as an input device. 

Anybody who has tried to create freehand artwork 
using a mouse or a joystick will appreciate a graphic tab- 
let. If you have ever tried to create a work of art, a chart, 
or any diagram from a blank computer screen, you will 
have suffered the frustrations of transferring your ideas to 
acomputer image. Even people with artistic talent find 
this transfer difficult. 

The best solution is to use a graphic tablet. The 
normal way of using a graphic tablet is to tape your hand 
drawn image (or any image that will fit) onto the drawing 
surface of the tablet, then just trace over the image using 
the stylus supplied with the tablet. In this manner you 
don’t even have to look at the monitor while you work. 
Anybody with artistic ability will appreciate that the feel 
of the stylus in your hand is exactly the same as a normal 
pen, therefore giving you the total freedom of movement 
that is lacking with a mouse or joystick. For the non- 
believers: just try to sign your name on the screen using a 
mouse or joystick. With the stylus of a graphic tablet it’s 
just as easy as using a pen. Aside from tracing and free- 
hand drawing, graphic tablets are ideal for setting up 
menu selections, and the digitizing of complicated 
diagrams. 


Graphic Tablets For The ST 

Until recently there have been no easily available 
graphic tablets for the ST. I was holding onto my old 
KoalaPad tablet, (from my 8-bit Atari), hoping that some- 
one would come out with a way to make it useable on the 
ST. So far no one has. Now there are several tablets for 
the ST. In this article I will introduce you to two that I 
have come across. For some reason, neither of these 
tablets has been getting much recognition, perhaps be- 


cause the ST versions have only recently been introduc- 
ed, or perhaps because they are not widely distributed. 

Both these tablets operate in the same manner. Both 
tablets are big name products produced for use on virtual- 
ly any computer, much like most printers. What makes 
these products unique are the software drivers that have 
been written to allow the tablets to be used on the ST. It 
seems that the manufacturers of the tablets themselves 
have little interest in making software drivers for various 
computers. As a result, it takes third party operators like 
John DeMar of QMI, and Jeffrey Siegal of EI/O to devel- 
op the drivers, and to market the ST versions, 

Both tablets connect directly to the serial port on the 
ST. If you use the serial port for a modem, you'll have to 
keep switching plugs, or buy an A/B type of RS232 
switch. Both tablets simply replace mouse operations 
with stylus input, and can thus be used with virtually any 
existing software program. The prime uses of the graphic 
tablets would be with drawing, paint, and animation pro- 
grams; CAD programs; and desktop publishing programs. 
However, they can also be used with games, utilities, 
spreadsheets, databases, and almost any other application 
where a mouse is used. The software provided with both 
tablets is in the form of an accessory that must be put on 
the boot disk. This is really the only limitation on what 
programs you can run the tablets with. 

The stylus used with these tablets is connected to the 
tablet via a cable, and produces an electrostatic coupling 
between the tablet grid and the stylus. This magnetic 
field is strong enough to allow you to trace through a 
magazine, or several thicknesses of paper. 


ProTablet ST By QMI 

The ProTablet ST includes the standard Mitsubishi 
"GRAFNET" tabiet, with the copyrighted software 
developed by QMI under an exclusive agreement with 
Mitsubishi. 

The standard ProTablet has a user-selectable active 
drawing area of up to 12” X 8", with an overall tablet size 
of 17.5" X 11", for $395 U.S. A larger tablet is available 
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with a drawing area of 13" X 16.5" for $595 U.S. An 
optional "puck" input device is also available. The use of 
DIP switches allows the tablet to be configured for var- 
ious other computers. 

Switching from mouse to tablet input can be accom- 
plished at any time by a keyboard combination, or from 
the accessory menu. Scaling of the drawing area can be 
done with the stylus, and more precisely from the acces- 
sory menu. A right-mouse button click can be simulated 
from the keyboard, or by touching the stylus in any of the 
four corners of the tablet. 

The scaling features of the ProTablet are very impres- 
sive. Any part of the tablet’s active area can be used to 
create a full screen. It is easy to scale the tablet for use in 
vertical, horizontal, or angular orientations, and even for 
left hand operations. There is even provision for replac- 
ing the point of the stylus with a ball point pen cartridge 
so that a drawing can be made on paper at the same time 
as acomputer image. I have found it convenient to place 
a clear plastic sheet over the entire surface of the Pro- 
Tablet. This avoids scratches on the surface of the tablet 
caused by the stylus, and allows the stylus to glide more 
freely over the surface. 


ARTablets By EI/O Products 

The ARTablet series includes the standard tablets 
manufactured by Summagraphics, modified to run on the 
ST by EI/O Products. The standard "Freelancer" model 
has a6" X 9" drawing surface, significantly smaller than 
the ProTablet. There is an optional “puck” input device 
available for $90. There are two larger models which 
come with the puck included: the "Illustrator", with a 12" 
X 12" drawing surface for $539 U.S., and the "Director", 
with a 12" X 18" drawing surface for $877 U.S. 

The tablet itself is better quality with higher resolut- 
ion than the ProTablet, and allows the stylus to feel that 
it moves more smoothly and freely. A right mouse- 
button click is accomplished with a button switch on the 
stylus, a much more convenient method than the Pro- 
Tablet. There is no need for commands to switch from 
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the stylus to the mouse with the ARTablet as the mouse 
remains live even when the tablet is being used. 

The software accessory provides for choices to install, 
initialize and remove the tablet driver from the system. 
These interfaces are handled more efficiently than the 
ProTablet. 


Which One To Buy? 

Although both tablets do their job well, there are 
some minor differences in features that may make one 
tablet or the other more preferable. 

Advantages of ProTablet: 

+ The biggest advantage is certainly the larger standard 
size of its active drawing area. Most images to be 
traced are on 8.5" X 11" paper, and the standard 
ProTablet handles this size very well. 

The ability to easily and accurately scale the drawing 
area is a major consideration for use in certain types of 
applications. 

¢ With it’s square outside shape, it is easy to use a small 
plastic T square and set square directly on the tablet 
for drafting operations. 


Advantages of ARTablet: 

* With it’s smaller dimensions, and fewer cables the 
ARTablet is more compact and easy to use on a lap. 

* The live mouse and the presence of the button switch 
on the stylus allows easy operation when using the 
ARTablet. 

+ The free flowing movement of the stylus on the draw- 
ing surface of the ARTablet is an advantage in drawing. 


If you plan to use your tablet primarily for free hand 
drawing, I would recommend the ARTablet due to its 
freer moving style. However, if you plan more general 
uses for the tablet, the ProTablet with its larger, more 
flexible drawing surface would be my choice. 


The Bottom Line 

If you do a lot of computer art, make a lot of charts or 
diagrams with your computer, or have a requirement to 
transfer images from paper to computer, you are a prime 
candidate for a graphic tablet. However, a casual user 
will have a tough time justifying the price of one of these 
tools; even though these two tablets are far less expen- 
sive than most existing graphic tablets with these fea- 
tures. Even if you don’t get a graphic tablet, at least plan 
out your images on paper before you attempt them on the 
computer -- you'll save yourself a lot of headaches. = 


Bob Thompson, Editor-In-Chief of Reset, is a founding member of 


the National Capital Atari Users’ Group and past president of the 
club. He has been Editor of Bytown Bytes, the group newsletter, 
for some time. Bob is a publications officer with the Canadian 
government; that position, along with his commercial art training 
and the purchase of an ST, has naturally pulled him into the realm 
of desktop publishing. 
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NAME: Defender of the Crown 
TYPE: Graphics Strategy/ Adventure 
SPEC REQ'TS: Colour only 


PRICE: $59.95 Cdn. $44.95 US. 
PUBLISHER: Cinemaware, from Mindscape 


nteractive Cinemaware round II is here! The first 
release from the wizards at Master Design Software 
was SDI, which brought a new level of sophisti- 
cation to game graphics on the ST computer. Now 
etendes of the Crown takes the elegance of its predeces- 
sor’s graphical design in an entirely new direction. 

Steel and gold are the two words I use to describe De- 
fender of the Crown. The more you have of both, the 
better off you will be. You can’t win without them, and 
your opponents try and limit the amount you have. First, 
though, the scenario : 

The scene is medieval England, where the King is sur- 
rounded by his powerful group of knights. Under myster- 
ious circumstances, the King dies, leaving the throne open. 
Six knights (three Saxons and three Normans) vie for the 
throne. Each has a castle and some land, and each must 
fight for more land and try to defeat the others. 

When the game is started, the player has a choice of 
four colourful characters, each with strengths and weaknes- 
ses in the categories of swordplay, jousting, and leadership. 
On the battlefield, leadership is important. Jousting skill is 
obviously important when participating in jousts, and 
swordsmanship is essential for raiding duties. 

As with SDI, Defender of the Crown is a multiple- 
scenario game. The game is organized into turns, which 
start ata map. There is the main map level, on which your 
troops are moved around, you may buy new men, and study 
your opponents, A tournament may be called, during which 


HOW TO WIN DEFENDER OF THE CROWN 
By Keith Burnage 


This is one of the new wave of super-detailed graphics- 
oriented games made possible with the advent of 16-bit micro- 
computers and some highly imaginative people. Note that this 
article will only be of use to you if you are already familiar with 
the game's play. 

Believe it or not, you can win this game using only two of 
the game’s playing options. No need to bother with jousting 
tournaments, raiding other castles, or rescuing maidens to give 
you the upper hand. All you have to do is build that army and 
seek conquest. 

Since the "leadership" attribute impacts on how well your 
soldiers do, the first step is to select "Cedric of Rotherwood” as 
your character. 


The Importance of Gold 

To build a strong army you will need cash from a couple of 
choice territories. As the southern territories are richer than the 
northern ones, and Gloucester usually one of the richest (at seven 
to 11 gold pieces), your home castle should be in the territory of 
Clwyd. For those looking for a bit more challenge, try starting in 
Nottingham with the territory of Lincolnshire your objective. 


Defender 
of the 
Crown 


By Ross Judson 


the knights suspend their differences and joust in the name of 
honour, or perhaps for some choice territories. As well, the 
player may wish to raid another’s castle, stealing his gold. 
When opposing forces meet, a battle must take place. 

Each scenario has its amusing peculiarities, and revealing too 
many of them would spoil the fun of discovery. Worth 
noting are the special events that occur at random times in 
the game. One in particular is the kidnapping of a saxon lady 
(one of three), wherein you have the option of rushing in to 
her rescue. Rescuing her certainly has its rewards. 

The player’s ultimate goal is to acheive the throne. This 
can be done by defeating and holding the three Norman 
castles in the south. This is extremely difficult. In the short 
term, the player must gain men, land, and gold. Land is 


On the first turn of the game spend all your gold on soldiers; on 
turn two transfer all but one soldier to your campaign army, and 
seck conquest in Gloucester. 

On the third turn you can seek conquest in either Glamorgan or 
Gwynedd, depending on which is the richer territory, or you can 
end the turn with your army in Gloucester. You may want to wait 
until turn four to seek further conquest, as the computer controlling 
the lord based in Cornwall secks conquest of all of the southern 
territories; if you move your army with that lord’s forces near 
Gloucester, you run the risk of having the computer grab it before 
you have a chance to get the gold. 

By the fourth turn (if not the third) you should have enough 
gold to buy a catapult. Do so, and transfer it A.S.A.P. to your cam- 
paign army: a fellow lord may just raid your castle and destroy the 
catapult if it is still there. 


Campaign Strategy 

At this point you should decide what part of your army you 
want to rely on when laying siege. It should be: either all soldiers, 
with two to three catapults for support; or eight to 12 catapults with 
soldiers to support them. 

Now the strategy for success does not become a step-by-step 
process, but one based on timing and choices. With a catapult and 


— I 


——— 


The ST Almanac - February/March 1988 


earned by moving men into an area and controlling it. 
Naturally, you may have to fight whatever forces are there: 
either the locals (nothing quite as much fun as terrorizing 
the natives) or an opposing army. Once the battle is won, 
that territory will (generally) provide income for you each 
turn, until it is no longer in your possession. It becomes 
obvious that holding large tracts of land provides a good tax 
base. It is very difficult, though, to hold a lot of land, as 
your men must be spread thinly to defend it, and thus are 
more vulnerable. 

Men ("steel") are gained in two ways. When a new 
territory is captured, there will be a certain number of men 
who will join your army. As well, men can be purchased 
for gold. A knight costs eight gold pieces, while a common 


three territories providing cash, you should spend the time to buy a 
soldier base of between 30 and 40 men. Always Icave the home 
castle well defended; in the earlier stages of the game this would 
amount to a home force of five to 10 men. 

When making your move on a castle, go after a lord who has 
only a direct route back to his castle. In the case of the lord in 
Cornwall, the territory of Dorset is his weak link. Sieze that and he 
will be unable to move his campaign army to defend Cornwall. 

You can also choose to go after a lord who has gobbled up many 
territories, to quickly increase your treasuries base. But whatever 
you do, do not wait too long to sieze your first castle. 


Castle Overthrow 

On the turn you decide to move on a home castle, visit Robin 
Hood for a couple of extra men. With your army and Robin’s men 
surrounding the castle, it is time to fire the catapult. Use the am- 
munition in the following order: fire two boulders to breach the 
wall; the second boulder should be fired when the catapult passes 
the second-last dot on the chain. The next four shots should be 
made when the catapult reaches the third-last dot on the chain. 
Now comes the fun part of whittling down the defenders. The 
disease pot should be fired next: it is capable of knocking a 
defending force of 200 soldiers down to 80.( Note that the smaller 


soldier costs one. Another useful purchase -- for sacking 
castles -- is a catapult, which costs 15 gold pieces. Men are 
generally lost by getting themselves killed in battle. Men 
can also be gained and lost by defections and raids by 
foreigners, but these are random events. 

Gold is gained by taxing land and raiding castles. Taxes 
from your land holdings pour automatically into the treas- 
ury each turn. If you choose to raid another knight’s castle, 
you may be lucky enough to fight your way into his 
treasury, thereby bolstering your own. 

Two tips will help you get started playing the game. 


One: when you first begin, grab a few territories quickly to 
give yourself a partial tax base. Then build your army up a 
bit, and quickly try to win another castle. 


Two: when jousting, the manual indicates that you must 
aim for the centre of the crossed lines in the shield. This is 
not completely accurate, and has caused me great gricf. The 
actual place to aim at is slightly below, and slightly to the 
right of, the crossed lines, just above the black dot 
representing the opponent’s lance. 


All in all, I would rate Defender of the Crown a re- 
sounding success. The gameplay has depth, and enough 
variation to keep a player coming back time after time. 
And the graphics are something to see. Recommended. = 


Ross Judson is studying computer science at Carleton University, 
specializing in management and business. He is very interested in 
stereo equipment and, of course, computers. 


the defending force, the less effective the pot.) Next use all of 
the Greek fire pots to take out a few more men. You can now 
fire another boulder to weaken the walls further, or move on to 
the battle phase. If your force consists mostly of soldiers, use the 
"Stand and Fight" option. If you are relying on catapults, use 
the "Catapult Barrage”. 

After a successful castle overthrow, use the next turn to build 
up your army. You may want to buy an extra castle and place it 
near your home castle, but do not garrison it. Instead, rely on 
your campaign army for defence. This allows you to have a 
large army moving freely around the country that can also rush 
to the aid of a castle. This strategy will keep your opponent busy 
spending his time -- and money -- rebuilding his army, while 
you sicze more of his territories to weaken his treasury. 


End Game 

When down to your last Norman opponent, move to sieze his 
castle with a strong army, but keep back a home force almost as 
strong; this will ensure that, should your opponent lay siege to 
your castle before you can do so to his, you will be able to stand 
up to the attack and knock his army out of the game, making 
you the true "Defender of the Crown”. = 
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NOW! 


YOUR ATARI ST. 


Lotus 1-2-3 
Enable 
Sidekick 
Crosstalk IV 
EasyCAD 

GW Basic 
Word Perfect 
Graph-in-the-Box 
Turbo Prolog 
The Newsroom 
Supercalc 


Flight Simulator 
Ability 

Superkey 

Carbon Copy 

DAC Easy Accounting 


Multimate 
ProDesign II 
R:base 5000 
Electric Webster 
Javelin 


Managing Your Money 


Framework 
DESQview 
Norton Utilites 
Chart-Master 
BPI Accounting 
Silvia Porter’s Series 
Dataflex 
Microsoft Chart 
FoxBase + 
PC-Outline 
Knowledgeman/2 


And Hundreds More! 


RUN THESE IBM PROGRAMS ON 


Symphony 
&A 


dBase ILU1,11I+ 

Print Shop 

Turbo Pascal 
pfs:Professional File 
pfs:Professional Write 
Chase Spectrum 
Dollars & Sense 

Exact 

Swift Tax 


pe-ditto is a software-only utility which taps the power of your Atari ST to imitate an 
IBM PC XT. No extra hardware is required (an optional 5.25-inch drive may be 
required for 5.25-inch disks). All your IBM disks will work “out-of-the-box”. 


pe-ditto features include: System requirements: 
both the 520ST and the 1040ST supported 
up to 703K usable memory (1040ST) 

not copy-protected - installable on hard disk 
imitates IBM monochrome and IBM color 
graphics adapters 

access to hard disk, if hard disk used 
optionally boots DOS from hard disk 
parallel and serial ports fully supported 
supports 3.5-inch 720K format, 360K single- 
sided format, and 5.25-inch 40-track formats 


o IBM PC-DOS or Compaq MS-DOS version 3.2 or 
above recommended 

o ATARI COLOR MONITOR (Atari mono monitor 
support will be released this Fall) 

0 optional 5.25-inch drive is required to use 5.25- 
inch disks 

0 35-inch 720K DOS disks require a double-sided 
drive (Atari SF314 or equivalent) 


See pce-ditto today-at an Atari dealer near you, 
or write for free information! 


Avant-Garde Systems, 381 Pablo Point Dr. 
Jacksonville, Florida 32225 (904) 221-2904 
Yes! Please send information on pc-ditto. 
Name. 

Address 


$89.95 


Avant-Garde Systems 

381 Pablo Point Drive 
Jacksonville, Florida 32225 
(904) 221-2904 


Hoss 


Professional Word Processing for the ST 


By Glenn Brown 


Word Perfect Corporation of Orem, Utah (represented in 
Canada by J.B. Marketing of Cornwall, Ontario), has finally 
released the ST version of the most popular word processor 
in the world: Word Perfect. ; 

The package is imposing: a massive manual, a quick- 
reference card, a keyboard template that slides in behind the 
ST’s function keys, and six disks: 


Wordperfect -- this disk contains the main program (pre- 
sently 186K), a program to back-up the 
disks (WP_BACKUP.PRG), and a program 
to modify the system settings 
(WP_START.PRG). 


Print -- contains the printer files. 

Font -- contains more printer configuration files. 

Speller -- contains the 115,000 word dictionary, plus a 
program (SPELLER.PRG) for user main- 
tenance of the dictionary. 

Thesaurus -- contains the thesaurus. 

Learn -- contains tutorial files, plus a 31-page man- 
ual that explains how to write or modify 
your printer driver, and an eight-page 
manual that explains how to use the Speller 
program. 

Features 


The ST version of Word Perfect has every feature of the 
IBM version (4.1) except sorting, and adds one major 
improvement: the GEM interface. Let’s have a look at 
some of the features: 

Columns -- Word Perfect can display up to five co- 
lumns, either side-by-side (like the columns in RESET) or 
parallel. 

Comprehensive documentation -- The program 
comes with the most complete documentation I have yet 
seen for any program for the ST: 588 pages, most with ST 
screen shots, plus a 10 page glossary and a 35 page index. 

File compatibility -- all versions of Word Perfect are 
file compatible with each other. Because the ST is able to 
read IBM 3.5" disks directly, you can work on a document 
at the office on a PC, bring the disk home to polish it up on 
your ST, and print it the next day at the office. You must, 
of course, have either a 3.5" drive attached to your IBM or 
a 5.25" drive attached to your ST. The ST and IBM key- 
board commands are identical, too, so those who already 
know how to use the IBM version will be right at home. 

( am already helping others at the office who are trying to 


learn the IBM version of Word Perfect). 

Footnoting -- Word Perfect can do footnoting and 
endnoting, as well as automatically generate a table of 
contents. 

Macros -- A macro is a series of keystrokes that can be 
stored and replayed. For example, you might set up 
“Alt"/"F7" to automatically generate your name and 
address, 

Mail Merge -- Word Perfect offers the most powerful 
mail- merge utility available for the ST, with 13 different 
commands. 

Math -- the math feature lets you perform several types 
of math calculations within a document, including the use of 
simple formulas that let Word Perfect function as a 
rudimentary spreadsheet. 

Outlining -- Remember the outlines you had to write in 
high school? The outline feature automatically numbers up 
to seven levels in an outline, using one of three pre- defined 
numbering methods. If you’d rather, Word Perfect lets you 
create your own paragraph numbering style. 

Printer Support -- The printer files disk contains 295 
printer drivers, with more promised. There is support for 
all of the major nine-pin dot-matrix printers commonly 
used by ST owners (Epson, Panasonic, Star, etc.). There is 
also support for those laser printers most used by IBM 
owners (eg.HP Laserjet). There is no support yet for Post- 
Script printers like the Apple LaserWriter or the QMS 
PS800 (the masters for this issue of RESET were printed on 
a QMS PS800 laser printer). Also, the list for 24-pin prin- 
ters lacks some of the newer models, like the Star NB24- 10. 
The company has promised to expand the number of sup- 
ported printers in response to requests from their users. 

Spell Checking -- One of the best things about Word 
Perfect is its spell checker, with a 115,000 word dictionary 
that can be modified by the user, and the ability to find 
mispelled or double words. Other features include word, 
page, document or block spell checking, pattern look-up, 
phonetic look-up, and word count. 

Thesaurus -- The thesaurus is hard to explain: It 
consists of three windows that display the selected word, and 
alternative meanings. If a displayed word has another 
meaning, it will show a bullet. Click on the word, and one 
of the other windows will display the word and a list of 
synonyms (words with the same meanings) or antonyms 
(words with opposite meanings). Although it may be hard 
to explain, it is intuitive to use. 
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Widow/ Orphan 


products. The Amiga 
version of Word Perfect is 


Protection -- Ever printed 
a document and found one 
lone sentence at the bottom 
or top of the page? You can 
use this feature to avoid 
widows (the first line of a 


Forward... 
Reverse... 
Replace with Confirn| 
Replace w/o Confira, 
Goto... 


Undelete 
Delete., 


Center 
Flush Right 
Tab Aliga 
Left Indent. 
Left/Right Indent S-t Fa 
Margin Release 


Typeover 
Reveal Codes 


A-FS 


now in its fourth version, 
the third version for the ST 
is due as I write this (Ed. 
note: December 87), and I 
am confident that the 


A-F6 
aL 


paragraph by itself on the 


product will continue to 


last line of a page) and or- 


phans (the last line of a pa- Superscript | Control. | 
A Subscript ord 
ragraph by itself on the Dverstrike SEL foo 
bec eee ee mnacnencadcel ARGGEARTER) 
first line of a page). Advance Up S-FL| Nath/Colun 
Advance Down S-FL| Mark Text 


Problems 


Underline 
Italics 


Advance to Line... SFL |-~~-----~ 


Full Text 
Page 
Block 


Nerge Execute... C-F3 


2am West Center st 
Oren, Utan 02057 
«0019 227-4000 


improve. 


Piracy 

Word Perfect is the first 
major package that has 
been ported to the ST. 
Sales of the program will 


With all this power 
comes a price: $399.00 list in both 
Canada and the United States (but 
many dealers are selling for less). 
Another price, at least for some users, 
has to be the bugs in the first releases. 
The current version (with files dated 
28/10/87) is due to be upgraded 
December 15, and I presume most of 
the major problems will be solved. 
Here are some of the things I’ve run 
up against in the last month: 

Accessories -- J have yet to find 
an accessory that works with Word 
Perfect. The program wants to have 
its own document window on top, and 
thus overwrites any accessories on 
screen. 

GEM Implementation -- T he 
block functions are clumsy: I often 
find myself accidentally turning on 
BLOCK, and then having to turn it off 
to access a menu. Also, the program 
can be fooled into dropping down half 
amenu. The solution is simple: Word 
Perfect runs much better from the 
keyboard than it does with the mouse. 
A perfect example is the spell checker: 
at the end of spell checking a docu- 
ment, you are given a dialog box 
which shows the word count. If you 
press "Return" to continue you'll have 
no problems, but if you use the mouse 
the program will lock up. 

Installation -- My system is any- 
thing but normal (unless you all have 
Mega 4’s with 30-meg Supra’s), and I 
found that inaccuracies in the docu- 
mentation made the installation some- 
what frustrating. 


Word Perfect Menus 


Menu Bar Lock -- The manual 
describes a menu bar lock function 
(like Compute’s Mousetrap) that 
doesn’t work on the Mega; it works 
fine on a 520 or a 1040. 

Tab Settings -- Although I 
changed the tab settings, this seemed 
to have no effect on the document. 

Owners of the ST version need not 
be overly concerned: Word Perfect 
Corporation have a track record of 
support and improvement of their 


est tive by tcalede Sefare 
ene rst Con ot) gue tat 


Hosta nota (snethlos 
pen TN pane Cane {NTO ton, 


losing 
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mean a lot to the future of 
our favourite machines: good sales 
may encourage others to convert their 
products to the ST, poor sales will have 
the opposite effect. For Word Perfect 
Corporation, the bottom line will 
dictate whether or not they port more 
software (titles like MathPlan and the 
WordPerfect Library) to the ST. For 
ST users, the decision should be sim- 
ple: if you use it, buy it! 


The Future 

What’s in the future for Word 
Perfect? Funny you should ask. Word 
Perfect just recently announced version 
5.0 of their software, which will be re- 
leased for the IBM PC in March of 
1988. Features include integrated gra- 
phics and text, automatic redline and 
strikeout, bulleted outlines, master doc- 
uments, and mixed fonts. The ST ver- 
sion, which is scheduled for release in 
September 1988, will be up against 
some tough competition: programs like 
Calligrapher, Microsoft Write, Signum, 
Word Up, and others are due early 
next year. For now though, Word 
Perfect, while not yet perfect, is the 


‘best word processor for the ST. = 


Glenn Brown is a founding member of the 


NCAUG/ST, as well as current president. 
He is also past president of Ring 151 of the 
International Brotherhood of Magicians. 
Word Perfect Corporation sent Glenn Word 
Perfect in return for suggesting the 
keyboard template design. 


Thesaurus 
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Ultima 


Reviewed by John Bromhead 


NAME: Ultima II 
TYPE: Graphics Adventure 


PRICE: $69.95 CDN $54.95 US 
PUBLISHER: Origin Systems, Manchester, New Hampshire 


The third adventure in the Ultima series has been avai- 
lable for the ST for some time, and for those of you who 
love role- playing adventure games, this one is terrific! As 
we have come to expect from Lord British, the game is full 
value for its price, from the contents of the package to the 
game itself. Inside you will find a cloth map showing the 
rough geography of the land you are about to explore. 
Don’t be fooled. The terrain is larger and more complicated 
than it looks. The map does not show the location of the 
many towns and villages; they are for you to discover. It’sa 
great idea to mount the cloth on a corkboard and pin the 
location of various towns and dungeons as you find them. 
More importantly, careful plotting of the “moongate" pat- 
terns can also be pinned on the map (more of moongates 
later). Also in the box, two spellbooks: one for wizards and 
one for clergy. These will become essential references for 
mystical and magical ways out of situations all adventurers 
find themselves in from time to time... the impossible ones!! 
Finally, there is the instruction manual, a very thorough 
guide to the mechanics of the game with some well- inten- 
tioned clues thrown in for good measure. If you are a typi- 
cal adventurer, now is the time to pop in the disk and see 
what happens! 


Starting Out 

After the cute title theme where you get a chance to see 
some of the opponents you are likely to meet on your tra- 
vels, up pops the first menu screen. (Incidentally, if you 
want to bypass the opening screen, just press the spacebar 
as the disk is booting.) Your initial step is to organize a 
party. Selecting this option will bring you to a sub-menu 
that allows you to create and store characters. You will 
need a minimum of four characters, but it is wise to have a 
few extra in reserve just in case a Grue (or worse) kills one 
or more of your alter egos. It will save you time later on. 


Make sure you have a good mix of fighting and spellcasting 
characters and, however distasteful you may find it, you 
must include a thief! Just think of him as a latter-day Robin 
Hood. Remember, your job is to rid the world of evil. Now 
it’s time for your party to journey onwards. “Dost thou 
really want to?” asks an all-too- familiar voice in the back of 
your mind. Of course we do! 

The screen now facing you contains a lot of information: 
current stats on all your players, current direction of travel, 
communications, wind direction, and the playing screen. 
Your party is represented by your lead character. Two 
useful hints to start: the music, while appropriate to the 
period, becomes repetitive after a while; "V" turns it off. 
Also, things can happen fast for a newcomer and there is no 
“pause” command. Just press "Z" for any player’s detailed 
stats and time miraculously stops, allowing you to collect 
your thoughts and, more importantly, plan how to get rid of 
"them" before they get rid of you! Remember, this is a real 
time game. It moves along with or without you. 

Notice while you are looking at the stats that none of 
your characters is armed or wearing armour... not a healthy 
state to be in for very long if you want to survive. You will 
see a town and a castle nearby; head straight for the town. 


Exploring 

Explore everywhere and talk to everyone. Make careful 
note of anything you hear, for without these vital clues 
much valuable information could be lost. Go to the pub and 
order a drink, you’re probably thirsty by now anyway! Try 
overpaying the barman for his trouble: you’ll be amazed at 
what you can find out. Talk to the thief in the armoury. 
He will lead you to an important clue. Don’t miss the 
merchant, for with each day comes... ? Spend your money, 
while in town, on new weapons for your stronger players 
and good armour for your weaker ones. Once satisfied, 
leave the town and make a quick visit to the castle. 


Inside a town 
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The castle is the home of Lord British. This will really 
confirm that Chuckles is a joker. Talk with the king; he 
gives sage advice. If you really look around you will re- 
ceive a challenge from a guard at a locked door, run into a 
force field of some kind and see some interesting characters 
behind locked doors, all adding to your anticipation. Now 
armed and ready to explore, it’s "into the depths of Hell"! 


Battle 

Once outside you will eventually get into battle. Your 
initial encounter shows you the all-important combat screen 
for the first time. Here’s where you finally see each of your 
characters individually, as well as your opponents. A little 
common sense strategy goes a long way here. Arrange your 
characters carefully. Put your stronger characters forward 
and keep the weaker ones back. ‘Use your long range wea- 
pons as much as possible; they may save you from dama 
ging contact with a more powerful opponent. 

Your first few battles are fun and inspiring but uh-oh, 
can you make mistakes! Like throwing your dagger away by 
mistake (wait until your enemies are next to you before you 
attack, unless you have a long-range weapon); or worse still, 
not being armed at all (slapping a troll with your hand is 
not much fun!). With a bit of practice, however, you’ll soon 
discover some quick, effective strategy and some hidden 
powers. For instance, before fighting a group of trolls, have 
your wizard cast a spell. A blue flash and... where did they 
go? Certainly nowhere pleasant. Don’t forget to have your 
thief search the spoils: they could be booby-trapped and, 
while you may survive the odd bomb blast, poison at this 
stage of your career is literally deadly! Besides, cures are 
few and expensive. If you are fortunate enough to be ap- 
proached by a pirate ship, move carefully towards it and 
attack. A victory will give you their ship and the ease of 
travel that comes with it. But beware of their cannon: star- 
ting again is no fun. 


Combat Screen 
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Gathering Clues 

For most of us luck doesn’t work that way, so its off to 
explore. Visit every town, making sure that as you battle 
various foes along the way, you keep an eye on your food 
and hit points. It can be very disheartening to die of star- 
vation inches away from your favourite fast-food outlet! 

Visit Moon and talk to the fighters and clerics. Don’t 
forget the woods; the odd thief may have some great infor- 
mation. (You may not finish the game without it!) Visit 
Mentor East and West and talk to everyone. If by this time 
you are flush with gold from your successes in battle, try 
offering even more money to your local tavern owner (up 
the bribe by ten pieces of gold each time). You will receive 
a whole series of interesting clues. Also, visit Grey for some 
exotic truths that have great significance. If you are poi- 
soned, (as you greedily open each chest of spoils), get to the 
Lord British’s Castle, or Moon, for a cure and take lots of 
hard-earned gold with you. The farther away you are from 
these places, the less chance you have of surviving, as the 
poison gets progressively worse. Later on, a well-developed 
clergy character could save you much grief in this kind of 
situation. 


What is the mysterious whirlpool 
that moves randomly across the 
oceans? 


Always pay regular visits to talk with Lord British. His 
Royal advice can be quite stimulating and rewarding. Look 
around the castle for awhile. Did you notice the boat? The 
solution is behind locked doors! 

By now as you travel the countryside you may have 
noticed some blue squares that keep appearing and 
disappearing. These are Moongates, one of the keys to your 
eventual success. Their appearance has a lot to do with the 
alignment of the moons. (There are two moons, with seven 
stages each.) Try entering a gate. Chances are you'll be 
beside yourself, or somewhere else, or nowhere, but 
wherever, make sure that you keep a record of the gate 
location, the moon alignment when you entered, and the 
destination. Your Moongate map will literally be a lifesaver 
at times. j 


Playing Strategies 

As your characters grow in experience and so does your 
ability to survive for longer periods of time, (don’t forget 
Lord British), you will accumulate a myriad of clues and 
information and discover some strange unexplained sights. 
What is the mysterious whirlpool that moves randomly 
across the oceans? What is the significance of Dawn? Where 
is Ambrosia? What is a "Mark"? And what about "Exotic 
Arms" and "Shrines"? Here are some clues: 
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Let’s deal with Ambrosia first. Ambrosia is a hidden 
land absolutely essential for completion of your quest. To 
find it you'll need a boat, and should have already spent 
heavily in one of the local taverns for the necessay clues. 
Once there, don’t despair, unless you forgot to bring some 
Keys, in which case its all over! Search carefully, and 
remember: donations are essential for your characters’ well 
being. Once Ambrosia is solved, it will become a frequent 
port of call. 

A little hint to help fill your coffers faster: once you 
have a boat visit Death Gulch, a friendly little town on one 
of the islands. When you enter the armoury, you'll see 
many chests behind the counter. By now a seasoned 
Adventurer, you'll be asking yourself how to get your 
plunderous hands on them! Let’s just say that some 
establishments have back doors, and with a little bribe, the 
treasure is well worth the cost. 

Dawn is another puzzle, and without a doubt one of the 
most obscure to solve. It isn’t essential, until just before 
your final journey to confront Exodus, but it does contain 
vital information regarding some items you have to find. 
An exotic experience to say the least. The definitive clue to 
finding Dawn is held by the jester of fire in the dungeon of 
Lord British’s castle. Trying to talk to him too early is very 
hazardous to your health! Besides, there are a series of dark 
and dreadful places to visit beforehand (and you thought the 
difficult part was over ). I refer, of course, to the bane of 
all adventurers: the dungeons. 


Exploring The Countryside 


The Dungeons... 

Each dungeon has eight different levels full of mazes, 
containing every trap and misleading door that you can 
imagine. Unfortunately, when you enter, your party is not 
alone. Already living in these dank and dark passages are 
some of the most powerful and devious beings ever 


conceived. Large parties of these beasts roam about con- 
stantly. The deeper you go, the worse they get. Some are 
even invisible. Watch out for the Gremlins. They don’t 
fight, but clean out your food supply. You will need as 
much spell power as possible if you are to survive and com- 
plete your quest. Some of these dungeons contain a very 
special item (there are four items in all). Search carefully; 
you don’t always have to go to the eighth level. Look for 
the misty writing on the way and find the all-knowing Time 
Lord, who will make order out of chaos. Once you have 
found each item, use your spells to ascend to the much more 
pleasant surroundings above. 


- And Onward 

After you finish the dungeons you will become impa- 
tient for that ever-eclusive confrontation with Exodus. Stay 
calm! A few more pieces of the puzzle have yet to be 
found. With Ambrosia and the Dungeons complete, the 
time is right to visit Dawn and have some discussions with 
the local Wizards. One in particular will be difficult to talk 
to, but he holds the definitive clue. Aggressive action on 
your part will allow you to talk to him, but a clean escape 
could result in a negative experience! 

Armed with the clues from Dawn, you finally have all 
the equipment necessary. But what about that darned 
serpent? Well, if you don’t have the answer by now, it 
means you didn’t listen to the clerics in Fawn (that other 
island town). Three important clues await you there and, 
after a quick visit to an altar, you are ready to visit Exodus! 

If you thought the game was tough so far, nothing com- 
pares to the final test through the castle to meet... ? Power- 
ful homing- devils, fire- breathing dragons, and deadly force- 
fields. Even the ground isn’t safe. I won’t spoil the final 
sequence, but the end result is rewarding. 

As usual with Origin Systems, there is the promise of 
things to come. We already know of Ultima IV, and Ultima 
V is close to release. It would surely help if all ST owners 
would write to plead for those releases soon! 

I hope you enjoy the playing experience of Ultima III 
as much asI did. It is truly a superior game. And, while I 
could level some minor criticisms, the overwhelming quality 
of the program would make them seem unfair. In the 
meantime, I can hardly wait for numbers IV and V, and the 
chance to write another review in anticipation of number 
six! = 


John Bromhead is an avid Atari enthusiast who currently lives in 
Halifax, Nova Scotia. One of the original Atari 800 owners, John’s 
interest is in Adventure gaming. An active member of the Ottawa 
users’ group, John was happy to find an active group in Halifax too. 
John moved to the ST 2 years ago, before any software was 
available, and hasn’t looked back since. 


The ST Almanac - February/March 1988 


Page 41 


MasterPlan 


FINANCIAL SPREADSHEET 


MasterPlan ™ is an inexpensive, powerful, easy to use 
spreadsheet written totally within Digital Research’s “GEM” 
operating system. MasterPlan utilizes extensively the graphics and 
mouse capabilities of the ATARI ST personal computer. HELP is built 
right into the program. You will be able to create worksheets and 
graphs within minutes. 


Atari ST ™ Special Features. 


Mouse or keystroke operation. 

GEM interface with pull-down menus, icons, dialog boxes, ranging, 
scroll bars, column grabber, etc. 

Sparse matrix for conserving memory. 

Supports hard drives & printers supported by GEM. 

Supports color or monochrome monitors. 

Ultra-fast floating point math. Multiple windows for viewing graphs 
and worksheet at the same time. 


Spreadsheet Features 


Reads/Writes WKS data files, so MasterPlan will work with both 
Lotus 1-2-3 or VIP Professional data files. Giant 8192 x 256 
spreadsheet grid. Date, Financial, Logical, Mathematical, Special and 
Statistical Functions. Cell and range operations. Cell and range 
naming. Cell Pointer expansion. Automatic, manual & natural 
recalculation. Optional display of formulas in cells. Print formatting 
options include printing borders, margin control, headers & footers, 
automatic pagination. Separately formattable windows. Frozen titles 
horizontally, vertically or both. Copy or move cell or range contents. 
Delete or insert rows or columns. Undo editing command. Protection 
of all or portions of the worksheet. Change column-width globally or 
with mouse. Import data from other business programs. 


Graph Features 


Line, bar, stacked-bar, pie, and scatter graphs. “Exploded” pie graph. 
“UNDO” toggle graph. Displayable in color or monochrome. Up to 
six separate data ranges. Four different graph titles. Automatic or 
manual scaling. Symbols, line or data-labels for line graphs. Legends 
for labelling data ranges. Horizontal and/or vertical grids. Multiple 
graphs can be created and stored for each worksheet. Saves files 
compatible with DEGAS & Publishing Partner. 


SYSTEM REQUIREMENT: Atari ST minimum 512K. 0.5 meg drive & color or monochrome monitor. 


MasterPlan is a trademark of DITEK International; Atari and ST are trademarks of Atari Corp.; GEM 1s a 
trademark of Digital Research Inc.; Lotus and 1-2-3 are trademarks of Lotus Development Corp 


All specifications subject to change without notice 


Receive all the power of MasterPlan with color presentation 


graphs for only US$ V2 9 99* — 
*Dealers may sell for less. a 
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By C.H. (Harry) Wilkinson 


TITLE: Masterplan 

TYPE: Spreadsheet 

PRICE: $164.95 Cdn. $129.95 US, 
PUBLISHER: Ditek Int'l, Markham, Ontario. 


NOTE: The software tested in this review is a prerelease 
copy -- Version 1.0, dated 1987. 


Masterplan is an "integrated" spreadsheet package with 
a possible 8192 rows and 256 columns. It uses essentially 
the same command structure as its more elaborate parent, 
VIP Professional, also from Ditek; the major difference 
between the two programs is the deletion of the database 
and macro capabilities with an attendant savings in cost and 
required memory. The program occupies 269,803 bytes in 
the release version, compared to 312,445 bytes for the GEM 
version of VIP Professional. A few minor changes have 
been made to the command structure, but anyone familiar 
with Lotus 1-2-3 or VIP Professional will recognize most of 
the commands as being of Lotus 1-2-3 origin. The program 
is fully integrated into the GEM environment with mouse 
control and drop-down menus, although the more familiar 
keyboard commands are still available for those weaned on 
Lotus 1-2-3 at the office. The screen display resembles the 
GEM version of VIP Professional, except that the control 
panel has been moved to the top, and the drop-down menus 
have been restructured to reflect the greater simplicity of 
the program. The control panel, with associated menus and 
worksheet grid, is shown in Figure. 1. 


Screen Display 

A hierarchical menu structure has been used as in Lotus 
1-2-3; the next available menu selections appear in the 
Command line above the control panel as each command 
step is activated. A command is activated either directly, by 
clicking the left mouse- button on the chosen command, or 
through the keyboard, by typing a slash (/) plus the first 
letters of the desired menu selection. 


A status line within the control panel indicates which 
cell is active, and the active cell itself shows in inverse 
video. The status line also shows the format status of the 
cell and its current contents. The cell contents can be dupli- 


cated on the "Edit" line by selecting [Function 2]; this then 
permits unlimited editing of the contents. Or, the contents 
can be replaced by typing over the old entry. A "Mode" in- 
dicator shows where you are in the command sequence. By 
using the ESC key you can back out of a command se- 
quence, one step at a time, or you can return directly to the 
READY mode by selecting the "Break" command: [Control] 
{Undo]. Mouse equivalents are also available for each of 
these commands. 


Functions and Range Setting 

A full range of date, financial, logical, mathematical, 
statistical, and special functions have been included for use 
in worksheet formulae. An individual cell or a range of 
cells can be given representative names, which can then be 
used in formulae for greater clarity. Files, or portions 
thereof, can be combined, extracted, or imported from other 
programs that use standard file formats. (I did not attempt 
the importation of any ASCII files, but there was no prob- 
lem using the File Combine command to import a VIP 
Professional file into a Masterplan worksheet.) 


Desk File Edit 


Ee tange Graph 


Label-Prefix 
Colunn-Hidth 


Protection » 
Status 


Figure 1. Masterplan Control Panel and Worksheet Grid. 
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Function keys are used in exactly the same way as in 
Lotus 1-2-3 or VIP Professional, except that [Function 7] 
and [Function 8] are inoperative: Masterplan does not use 
the database commands controlled by those keys in the 
other programs. 

Ranges can be defined conveniently, either by typing in 
the top left and bottom right cell coordinates, or by using 
the arrow keys or mouse to "point" to the required cells. 
When using the mouse to do the pointing, it is possible to 
define ranges which extend beyond the visible screen; as 
the pointer reaches the edge, the screen automatically 
"pages", thus making the pointing task simple and speedy. 


Visual Aids 

A split window feature is provided which permits the 
viewing of widely separated parts of the worksheet on the 
same screen. The two windows can be either synchronized 
or independent. In addition, a selection of rows or columns 
(or both) can be selected as titles which will remain on the 
screen, to facilitate worksheet orientation when working on 
cells considerably displaced from their column or row titles. 


Very few problems were 
encountered with the program. 


Graphing is easily accomplished in a number of differ- 
ent formats - - bar, stacked bar, line or pie -- with a var- 
iety of options for scaling and labelling. The graph can be 
displayed in a separate window along with the base data, 
thus permitting an immediate visual assessment of any 
changes to the data (See Figure 2). One convenient feature 
is the ability to change the graph proportions by simply re- 
shaping the graph window with the sizing box; this permits 
greater emphasis (or deemphasis) of differences in the data 
being displayed. The resulting graphs can either be printed 
directly using the Print Graph command (which uses the 
Screen Print features of GEM), or they can be saved as a 
picture file for loading into a drawing program for further 
enhancement, if desired. Note that there is no built-in cap- 
ability for logarithmic scaling or 3-D graphs, and there is 
no system choice of fonts for labelling except through a 
separate drawing program. 


Other Considerations 

Although the major database functions have been left 
out of this program, Ditek has retained a "Sort" capability; 
this will probably satisfy the limited database needs of most 
home users. Sorting can be accomplished on both a Prim- 
ary and Secondary key. 

Very few problems were encountered with the program. 
Error- trapping is efficient, and the functions tested worked 
as advertised, with only a few exceptions. On my prere- 
lease copy of the program, I had difficulty reopening a 


Figure 2. Masterplan’s Simultaneous Display of Graph and Data 


saved file if the file had used any graphing functions. How- 
ever, contact with the company suggests that the problem 
does not exist on the commercial release. I also had a 
problem with my printer (a Mannesmann Tally Spirit 80) 
getting a direct print of a graph, but routing the print pro- 
cess through a DEGAS file worked fine. One deficiency of 
the program that I found a bit bothersome was the inability 
to selectively change column widths. Although it is possible 
to change them, this can only be done globally. And finally 
in the complaint department, while the documentation is 
well written, it lacks an index. 

In summary, Masterplan is a very capable spreadsheet 
program for the home user, or the student at the introduc- 
tory level. Its lack of macro capabilities, in my view, render 
it unsuitable for all but the most basic business applications. 
The savings in memory requirements, however, should 
make it a viable program for 520ST owners that may have 
found VIP Professional unacceptably restrictive in the size 
of worksheet they could process. The basic similarity of 
command structure with Lotus 1-2-3 will enable the ab 
initio user to ease gently into spreadsheeting, using an ap- 
proximation of the generally accepted industry standard. At 
the same time, the user experienced with Lotus 1-2-3 user 
at the office can get a system -- at a reasonable price for 
home use -- which avoids the requirement to Jearn a new 
command structure. Masterplan appears to nicely fill a 
market niche, offering good value for the price. = 


C.H. Wilkinson is a home computer enthusiast who uses his 1040ST 
to perform specialized investment analysis. He also provides record- 
keeping services for his wife’s silk flower business. Now an active 
member of a national Atari users’ group and a frequent contributor 
to the club newsletter, he has had experience with a variety of 
spreadshect programs on the ST and tine Apple Ile. He is a graduate 
mechanical engineer and ex-military test pilot, now representing a 
Canadian aerospace firm in the Ottawa area. 
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TITLE: Goldrunner 
TYPE: Arcade Game 

SPEC. REQTS: Colour only 

PRICE: $54.95 CDN. $39.95 US. 
PUBLISHER: MichTron Pontiac, Michigan 


TITLE: Bridge 5.0 

TYPE: Parlour Game 

PRICE: $49.95 Cdn. $34.95 US, 
PUBLISHER: Artworx Penfield, New York 


Welcome to anew column devoted 
to computer users, of all ages, who for 
some unprintable reason, use their ST’s 
only for work -- and STRESS-filled 
work at that. These are the people 
that I must reach in this column: peo- 
ple who need to find relief from the 
evils of word processing, spreadsheets, 
number crunching, programming and, 
yes, even communicating. They must 
be informed of the pleasures of 
GAMING on their ST. The purpose of 
this column is to bring stress relief to 
those sufferers who, on the orders of 
their doctor, must reduce their day-to- 
day stress levels. If they follow these 
DOCTOR'S ORDERS, they will be re- 
warded with the benefit of a relaxing, 
refreshing, stress- reduced existence. 
These are the only DOCTOR’S OR- 
DERS I know of that everyone will 
find enjoyable! 

This issue’s palette of enjoyment for 
relief from those winter blues are 
GOLDRUNNER from MichTron, and 
BRIDGE 5.0 from Artworx. Both are 
games in which a great deal of plea- 
sure may be derived from your ST, 
and will make following DOCTOR’S 
ORDERS very easy and fun. 


GOL_DPDRUNNER 


The Game of Destruction. As an 
ex-space pirate, your mission is to 
dominate the Ringworlds of Triton by 
flying your one-man fighter and 
destroying the enemy. As the story 
goes... if it moves - shoot it, if it’s 
still - blast it! In other words, an 
arcade game! And what an arcade 
game, This gem, programmed by 
Steve Bak, published by Microdeal, 
and distributed here in North America 
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by MichTron has the most impressive 
scrolling graphics I have ever scen! 


..Jf it moves - shoot it, 
if it’s still - blast it! 


Gameplay 

GOLDRUNNER is a game in which 
you must destroy stationary land tar- 
gets and attack defence forces while 
avoiding disrupter bombs and tall buil- 
dings (unquestionably the most diffi- 
cult task). At your disposal are an 
unlimited supply of wing lasers and 
auxiliary boosters, and five units of 
armour (shields). As you fly through 
the Ringworlds (so named because 
continuous flight brings you back to 
where you start), land-based machi- 
nery is your primary target. Destruc- 
tion of these, and some low-rise buil- 
dings, reduces the energy level of the 
"ring", allowing you to exit the ring 
and enter a new one, Between rings 
are bonus rounds in which you can 
blast away, "Galaxians"- style, for some 
extra points. All this sounds simple 
enough (possibly the reason that the 


OCtOR'S 
ODE) 


By Joe Kuffner 


game is so much fun), but I assure you 
that the challenge ahead is not without 
some frustration. 

You see, as you travel around the 
ring (in either direction), trying to des- 
troy targets, there are endless waves of 
defensive forces, all carrying guided 
disrupter bombs. Although the defen- 
sive ships themselves cannot harm 
your craft, their maneuverable bombs 
cannot be destroyed. Instead they must 
be avoided, not necessarily an easy 
task. As each bomb hits, you lose craft 
maneuverability and booster power, 
until finally -- "the straw that broke 
the camel’s back" -- a bomb strikes 
your defenseless craft. Did I mention 
that if you should lose your craft, you 
will start over at the beginning of that 
level? You will, however, keep all your 
accumulated points; but the Ringworld 
will also have been rebuilt by the time 
your next fighter arrives. The secret: 
avoid taking unnecessary hits. And, 
for goodness sake, steer clear of those 
tall buildings. They cannot be 
destroyed. 


Goldrunner 
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Well Designed 

The Ringworlds are graphic three- 
dimensional masterpieces and the ani- 
mation of the craft flying over them is 
outstanding. The programmer has 
stretched the colour monitor’s resolu- 
tion to the max for the setting. Por- 
trayed in various shades of the same 
colour, this playing surface displays 
some very unique landscape, including 
faces, ornate buildings, machinery, and 
scenery that looks like large-scale 
circuit boards. Remember that this 
colony was built by machinery in 
space. So, no trees-or grass to be . 
found! The animation of your own 
craft adds to the three- dimensional 
effect. Your craft rolls through turns 
in a smooth deceleration/ acceleration 
maneuver. 

The defensive forces, however, are 
of the typical computer- game genre, as 
is your own space craft. You don’t 
really notice this too much, though, 
because you are desperately trying to 
destroy them! The right-hand portion 
of the screen is occupied by various 
status symbols, including icons repre- 
senting energy level of the ring, ship 
ability, and booster power as well as 
score, player and level, and armour 
level. The bonus rounds are played on 
a backdrop of outer space, with no 
landscape. Just waves of fighters for 
your target practice. 


Excellent Features 

How about the sound effects, you 
ask? Nothing less than a digitized 
sound track of music which, if you 
prefer, can be turned off. Personally, I 
found the sound assisted me in keeping 
psyched-up for the game. In addition 
to the music, you have a narrator (di- 
gitally encoded), who gives you moral 
support as you are playing, and con- 
soles you when you lose a ship. At the 
end of the game, he politely points out 
that you are dead. Wonderful effects! 

Some excellent features program- 
med into the game include the ability 
to control your craft with joystick, 
mouse or keyboard, interchangeably, 
or at the same time! In addition to this, 


you have the ability to pause play and 
save your high scores. Further, there 
is a unique 50 Hz playing mode. A lot 
more goes on in this version (that’s 
right, it’s a different version of the 
game) and I found it to be somewhat 
more difficult to get through the levels. 
And if that’s not enough, you can also 
play a two-player game (although you 
should keep this fact away from casual 
visitors - they tend to hog the 
computer while giving you the old 
expression, "just one more try"!). 


If you are an avid 
arcade- game player 
who enjoys the 
challenge of a solid, 
well thought out 
shoot-em-up against a 
ruthless opponent, 
then this game is most 
definitely for you. 


Playing Strategy 

I can only offer you a few strategy 
tips. Change direction often: this 
screws up the guided bombs. In ad- 
dition, mentally map out the areas 
where it is safe to use your boosters 
(you have to do it mentally as you’ll 
have no time to be looking at maps 
while you're playing!). More than 
once I went into overdrive, straight 
into a building. Also, as you get into 
the higher levels, slow down as you 
approach the buildings or any unchar- 
ted area. The maze through the buil- 
dings gets tougher and tougher. And 
finally, as with most arcade games 
worth their salt, hold down the fire 
button at all times. This will enable 
you to take advantage of your unlimi- 
ted ammunition. Those nasty defen- 
sive fighters are everywhere. 


Goldrunner is a sure-fire arcade 
game winner (pun intended). If you 
are an avid arcade- game player who 
enjoys the challenge of a solid, well 
thought out shoot-em-up against a 
ruthless opponent, then this game is 
most definitely for you. 

BRIDGE 5.0 

In this rendition of the classic four 
player card game, Artworx presents a 
computer simulation in which you 
needn’t find a 2nd, 3rd or 4th. All you 
need to play Bridge 5.0 is yourself and 
a colour or monochrome ST. Oh yes, 
you must already know how to play 
bridge. 

Although this program is also writ- 
ten by Arthur Walsh (of BRIDGE 4.0 
infamy), one immediately notices the 
improved quality of this program over 
its predecessor. The program loads 
very quickly, no longer requiring the 
use of Basic. Also of note is the con- 
cise, yet informative, manual which 
provides all of the necessary informa- 
tion to get you going. If you area 
bridge novice, the manual states, it is 
strongly recommended that you read 
any of the excellent books available on 
bridge. I second that, since the pro- 
gram does absolutely no analysis. In 
other words, this program lets you play 
bridge and isn’t intended to teach you 
how. 


Bidding 

BRIDGE 5.0 plays using the Stan- 
dard American bidding convention, 
with 5 card-major opening bids. It 


vain 8 
by Arthur Walsh 
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aiso uses and recognizes the Stayman 
2ad the Blackwood conventions. The 
Didding of the cards from the compu- 
ter’s perspective is quite conservative, 
especially when responding in partner’s 
Did suit. A bridge "no-no" of IC - 2C 
- 3C - 4C - SC is not only possible, but 
Sappens frequently. I suppose this is 
cae to the rigid constraints imposed by 
the programmer on opening a new suit 
thus keeping the computer out of dan- 
serous, game-losing predicaments). 
However, you will find that the pro- 
gram’s bidding is consistent and rarely 
2 its hands overstated. In fact, one 
nice feature of BRIDGE 5.0 is its auto- 
bid mode in which routine bids are en- 
tered automatically. But be very care- 
ful in testy situations and don’t expect it 
to always bid what you would! 


A fantastic feature of 
this game is the ability 
to select a minimum 
number of points for 
your hand. 


You control your bids, as well as all 
other activities of the game, with your 
mouse. I find this a natural and de- 
lightful way to manipulate the cards 
and to engage in the bidding. The cards 
are mediocre, alpha-numeric (and co- 
loured in the colour version) renditions 
of the standard deck. This isn’t so bad 
because of the speed and quality of 


Bridge 5.0 
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play. Too often, a poor game is disgui- 
sed by great graphics. This is not the 
case with BRIDGE 5.0. The cards are 
shuffled, sorted and displayed automati- 
cally. Only the hands that you would 
normally be able to see, in a real game, 
are visible. After the bidding is com- 
plete, the dummy is laid out. One pro- 
blem here is that trumps are not pur- 
posely laid to the right, as is the tradi- 
tion in the bridge world. A minor 
oversight and one I’m sure everyone 
can live with. The usual computer 
beeps and bops provide the necessary 
feedback to your plays; incorrect plays 
are stopped. 


Some Useful Features 

A fantastic feature of this game is 
the ability to select a minimum number 
of points for your hand. Instead of a 
random hand, one may select a mini- 
mum of 13, 17 or 22 points. Distribu- 
tional points are included in the com- 
puter’s calculations. This feature makes 
it possible for players to practice play- 
ing slams and other, less common, 
hands. Another nice feature of 
BRIDGE 5.0 is the ability to create 
your own hands, and to save and load 
any hand. This combination allows you 
to compare play with other players at a 
later time. It’s also possible to replay 
hands immediately. This gives you the 
opportunity to try various strategies at 
making difficult contracts. Yet another 
feature is the ability to auto- play rou- 
tine cards. This speeds up play consi- 
derably. And if you want to claim, 
concede or simply quit a hand, all of 
these options are possible. Be warned, 
however, that when claiming or con- 
ceding tricks, the computer does not 
verify your selection. 

The last main element of the game 
is the scoring. Yes, BRIDGE 5.0 scores 
automatically using the rubber bridge 
concept. Although a minor element in 
the game itself, it is convenient. Al- 
though it accurately keeps score until a 
rubber is complete, it is important to 
note that any short-cutting through 
games (i.e. claiming, choosing 22- 
point hands, etc.) will have an effect on 
the score. 


Close to Perfect 

I only have a couple of wish-list 
items for BRIDGE 5.0. The first is that 
the game include more bidding options 
and conventions. Particularly common 
conventions such as Gerber, Roman 
Blackwood, transfer bids and even other 
bidding conventions such as Precision 
(strong club) would add a lot to this 
program, and would make it useful as a 
significant practice tool for bidding. As 
it stands, though, the game provides a 
good opportunity to practice card-play 
itself, an often under- practiced element 
of the game. One other thorn I'd like 
removed from this program is the 
inability to redouble contracts. 
Goodness knows how this was left out 
of the program. 

How do you get the most out of a 
program like BRIDGE 5.0? Well, as far 
as I can see, the ability to practice 
bridge in the privacy of my own 
thoughts, as well as no requirement for 
other players, is a bonus. I’m sure most 
bridge players would agree that it’s the 
thrill and challenge of the game that 
makes them want to play. In order to 
improve you have to play. In this 
regard, BRIDGE 5.0 is terrific and I 
would recommend it to all bridge 
players. Now if only Artworx would 
add an analysis feature to the program. 
That would knock my socks off! Buy 
BRIDGE 5.0 anyway; it’s worth it! 


I hope you’ve enjoyed reading this 
column and that I’ve been able to pro- 
vide you with enough momentum to 
get you to enjoy a couple of games on 
your’machine. Remember, all work 
and no play makes Jack a dull boy. Not 
to mention an over- stressed one. Until 
next issue, relax and feel good about 
using your ST (or any computer for 
that matter) for entertainment -- 
DOCTOR’S ORDERS.# 


Joe Kuffner is a mechanical engineering 
graduate of Carleton University in Ottawa 
who now lives in Washington D.C. He is an 
active participant in several Washington 
area ST User Clubs, and specializes in word 
processing and parlour game software. 
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REVOLUTIONARY 
NEW PRODUCT 


@ Imagine Saving almost any game at any point. then being 
able to return there as many times as you like. 

@ Imagine the Ultimate Back-up Utility that actually UNPROTECTS 
programs as it copies them. Lets protected programs be 
stored as files, run from a hard disk or even be transmitted 
over a modem. 

®@ Imagine saving three or more protected single sided disks on 
just one double sided disk. 

@ Imagine Instantly switching back and forth between two 
different programs, games, utilities or business applications. 

Now Stop Imagining and get Switch/Back. 
It can do all this and more. 


Switch/Back is a revolutionary new hardware and software 
package that lets you get more from your ST, MUCH MORE. 
Switch/Backs gaming features lets you instantly save most games 


then continue playing. If you get in trouble you can switch back 
fo where you were as many times as you like. 


BACK 


REQUIRES at 
least 1 meg. of RAM 


(or a MEGARAM or Polydisk Cartridge) 


BACK-UPS —Switch/Back can work with your favorite back-up 
program and allow you to save whole protected disks to files for 
archival purposes. It can also automatically unprotect a 
program and save it as standard file. This method works on 
hundreds of ST programs and it allows you to run the files directly. 
Its perfect for running protected programs off a hard disk. It 
creates standard TOS files, that can be stored together on disks 
or even transferred by modem. 


SWAP — Switch back lets you load just about any two programs 
into your ST and switch instantly between them. It works with 
games, business programs, utilities, compilers, etc, Although only 
one program is running at a time, the other is available instantly, 
tight where you left off. 


The Switch/Back hardware plugs into your printer port for easy 
use (It has a pass through connection for your printer too.) 


Switch/Back requires at least One Meg of memory 
(Or a Polydisk or Megadisk) ONLY $69.95 


ST Protection Techniques 


Finally ST Copy protection techniques are revealed. 
This complete book and disk package details the state 
of the art in ST Protection methods and much, much 
more. 

The Software included with the book provides many 
powerful features like the AUTOMATIC PROGRAM 
PROTECTOR. This easy to use Utility allows you to protect 
just about any ST program. You can choose a 
combination of protection methods like encryption, 
checking custom disk formats, password protection or 
a limited use option that makes the program self- 
destruct after running a preset number of times. 

The book includes topics such as Phreaking, Logic Bombs, Hardware 
data keys, the legal aspects of piracy and software protection, Custom 
disk formats, Pirate Bulletin boards and much more. 

In addition it contains reviews of the popular ST back-up programs and 
detailed explanations of ST disks and drives, 

ST Protection Techniques (Book and disk package) Only $39.95 


PROTECTION 
TECHNIQUES 


The worlds most inexpensive clock 
cartridge. Finally its affordable to 
keep your time and date accurate. 

3 year battery included, ONLY $24.95 


MEGADISK Ultra high speed solid state disk drive e 500% 


Faster than a Hard Disk @ Provides almost instant booting @ Like a RAM disk 
that’s always loaded with your favorite programs and ready to use ¢ One 
megabyte of Solid State storage @ Built in battery back-up in case of 
power failures 

MEGADISK is actually one megabyte of RAM that simply plugs into your 
cartridge port. It acts as an added disk drive that's ultra fast and always 
ready for use, Like a Hard disk, MEGADISK won't loose its memory when 
your computer is turned off. It comes with its own power supply and 
battery back-up system so its independent of your computer. 

Megadisk can be configured according to your needs. e Set it up as 
one large disk @ An 800K double sided disk and a 200K hardware print 
buffer @ Or as two 400K single sided disks and a print buffer 

Megadisk will work fine with your current system whether you have a 
hard disk and two drives or you're just getting started. 

Megadisk is perfect for those who want the high speed of a hard disk 
for a lower price. Its even better for power users or software developers 
who may already own a hard disk and two drives but want extra speed 
and power. Megadisk can also emulate other cartridges for testing and 
back-up. In addition Megadisk can be used with Switch/Back to allow you 
to instantly jump between two full size one meg $299 95 


applications. 
Megadisk Clock Option Adds a Clock/calendar card to your Megadisk 
cartridge. Contains replaceable Three year battery 29.95 


Polyd isk Polydiisk is a 512K version of a Megadisk. Polydisk gives 
you the same fast boot features, the high speed access, and the print 
spooler. Polydisk has a power supply (like Megadisk) but does not contain 
a battery back-up. 

Note: Those with only 512K of main memory can use Switch/Back with a 
Polydisk, just like those with one Meg. 


Polydisk (612K Solid state dive) Only $199.95 


(Clock option card is also available for Polydisk $29.95) 


| PELEEIP PEPE EOP 
||||||'cotor COMPUTEREYES: |||||||| 
Incredible COLOR video digitizer. e The first and only full color digitizer 


PEEP CP eee P eee eee eee 
for the ST @ Uses standard video inputs like video camera, VCR, or video 
disk. @ Works in all ST resolutions, Low res provides 16 shade black and 
white or full color pictures. @ Pictures can be used with Degas, 
Neochrome, Powerprint and others. ¢ Automatic calibration of contrast, 
brightness and white balance. @ Plugs into cartridge port for easy set-up. 
Capture your picture or that of your favorite star ONLY $199.95, 


SPECIAL OFFER — Buy both Computereyes and Powerprint and SAVE 20.00 
from the total. 


Power 2. 


T BLOW YOURSELF UP 


Imagine your picture on a 6 foot poster Create a business graph that 
can cover a wall, Quality output for posters, t-shirts, news letters, and more. 
POWERPRINT 

Whether it’s c photo digitized with ComputerEyes, a masterpiece 
created with Degas, or the winning screen from your favorite game, 
POWERPRINT can print it with unequaled clarity and resolution. PowerPrint 
supports ALL ST resolutions. It prints multiple sizes up to GIANT WALL SIZED 
POSTERS. Print 16 shades for incredible detail. Print the whole screen or 
ZOOM in on just the part you want. POWERPRINT offers unique effects, 
including rotate, mirror and inverse options. Selective shading option 
allows you to print multi-color pictures on any printer by printing one color 
at a time (using color riboons), Powerprint lets you capture and print 
almost any ST screen. Works with Star, NEC, Citoh, Gemini, EPSON, XM8048 
and compatible printers. ONLY $39.95, 


Fay Quality sound cigitizer for the ST This powerful 
hardware and software package lets you sample real world sounds and 
ploy them back on any Atari ST Add special effects like Echo, Reverse, 
looping, pitch manipulation, mixing and envelope control. Turns your Atari 
keyboard into a musical instrument to play songs with your digitized 
sounds (also works with any MID! keyboard). Digisound makes it simple to 
add sound to your own program, too! Unleash the incredible sounds in 
your ST with DIGISOUND. Supports sampling from 5 to 40Khz, DIGISOUND is 
the choice of the professionals. DIGISOUND was used to create the voice 
in Chessmaster 2000, and other commercial programs. 


picisouno ony 989.95 
DIGISOUND PROFESSIONAL 


All the excellent features of DIGISOUND plus these great extras 
LOGARITHMIC SAMPLING — Special hardware extends the sound quality 
far above the other ST sound digitizers. Logarithmic sampling and 
playback (external amplifiers only) greatly extends the dynamic range 
while reducing distortion and noise. 
Internal Real Time Mixing — Input from a stereo and a microphone so 


you can sing over a tape. $149 95 
DIGIPLAYER The High powered digisound software can now be 


obtained by those who already own a digitizer for the ST Compatible all 
cartridge based digitizers. Extend the power of your digitizer with 


Digiplayer. Only $49.95 


24 HOUR HOTLINE — VISA & MasterCard Welcome 


216-374-7469 


Order by phone or send check or money order to: 
ALPHA SYSTEMS 1012 Skyland, Macedonia, OH 44056 


a Customer Service line (216) 467-5665. Call or write Incluce $3.00 shp. & helg. (US & Canada}. Ohio 
for free catalog. residents acd 572% sales tox. Foreign orders add $8.00 
SYSTEMS = SSS 


I would like to thank the readers who 
sent mail to this column. Every letter 
gets read and is taken into account 
when I am writing. Please, send mail; 
it makes me feel important. 

Speaking of issues of import, let’s 
get down to business: What’s new in 
he programming and techie side for 


Absoft FORTRAN 

Absoft FORTRAN is a new 
FORTRAN compiler for the ST (gues- 
sed that, didn’t you), and it appears 
that we finally have one that means 
business, at least that is my first im- 
pression using a briefly borrowed copy 

typical reviewer whining). 

It appears to be a very solid com- 
piler, providing excellent speed, about 
+000 lines a minute from a ram disk. 
Compilation speed is indicated by the 
compiler, as are the other facets of the 
compilation operation (it tells you what 
it’s doing). Main features of the pro- 
duct include both dynamic and static 
intelligent linking, GEM support, 
FORTRAN 66 and 77 compatibility, 
and symbolic debugging. 

What do I mean by intelligent 
static and dynamic linking? "Intel- 
ligent" linking indicates the compiler’s 
ability to only link and load the rou- 
tines actually called in the program, so 
if a routine you write is not called 
within the program, it will not be 
linked. Intelligent linking is fairly 
standard. A fascinating facility, 
though, is the dynamic and static 
linking system. Common compilers 
offer static linking: the process where 
all code is formed at compilation time, 
and all code needed to execute the pro- 
gram is provided in one neat package 
for final execution. In the "dynamic" 
linking process, subroutines can be 
loaded from disk and linked into the 
program while it is running. This al- 
lows very large programs or programs 
with extensive memory requirements 
to load specific routines from disk only 
when needed, then dump them, hence 
freeing memory for operation of the 
program. Obviously, this feature can 
be very useful. In addition, it allows 


By Ross Judson 


the programmer to create a set of sub- 
routines and have his executable pro- 
gram automatically load and execute 
the ones it needs, without having to 
take up additional executable code 
space and programming effort. 
Additional features are: GEM sup- 
port is provided. You can construct 
GEM trees manually, and use resource 
editors. Full FORTRAN 66 and 
FORTRAN 77 standards are supported. 
The debugging feature is powerful 
and easy to use. It provides a compre- 
hensive set of functions to allow obser- 
vation of program counters, variables, 
and code structure, all in a fully sym- 
bolic manner. It provides a full screen 


Spectrum 512 


view of source code, where break- 
points can be set to individual lines 
with ease. 

Having used the compiler to write 
some small programs, I am impressed 
by its speed and flexibility. A text 
editor is not provided with the pack- 
age, but any such editor will do. I use 
a package which I wrote and called 
D-Edit, and which functions perfectly 
with the compiler. I am sure, how- 
ever, that any of the common 
EMACS- type editors will work equally 
well. 

I found the compiler as a whole to 
be much enhanced by using a RAM 
disk for source code. Debugging 


MARIO I rE, 


The ST Almanac - February/March 1988 


Page 49 


requires frequent disk access, and the 
process is speeded considerably when 
the information files are in RAM. 

Overall, I am impressed by this 
package; both by its performance, and 
the fact that it does perform as in- 
tended. Hats off to Absoft. 


Spectrum 512 

Time for the nifty hack of the 
month: Spectrum 512, a new paint 
program for the Atari ST. Want to 
make Amigoid owners cry about their 
lost money? Show them some digitized 
pictures on your ST using Spectrum 
technology. They thought they were 
the only ones who could do that. If 
you are wondering what all the fuss is 
about, consider this. The Spectrum 
512 program allows you to create pic- 
tures that have all 512 colours avail- 
able on the ST on the screen at the 
same time. That’s right! (1’ll get into 
how / think they did it in a minute). 

The Spectrum paint program al- 
lows you to select any of the 512 col- 
ours and paint anywhere on the screen, 
subject to the limitation that only 
(only?) 48 colours are allowed on any 
given scan line. Scan lines are the in- 
dividual lines on the monitor drawn by 
the computer. Shove your nose right 
up against the monitor and you can see 
them. There are 200. Now wipe the 
monitor. As well, Spectrum provides 
all the basic paint features such as 
lines, circles, and boxes. It provides a 
comprehensive set of features designed 
to take advantage of the ability to dis- 
play so many colours. Features such as 
automatic anti-aliasing (to smooth out 
lines), gradient fills (for creating 
smooth colour shifts), and curve fitting 
(to make a smooth curve from a set of 
points) allow the user to create pictures 
with much more visual resolution (ap- 
parent to the viewer) than physical 
resolution. A comprehensive study of 
its user features belongs in the review 
section, but the trick of the 512 colour 
display works as follows. 

The 68000 is a fast processor. The 
68000 is a very fast processor. It is 
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this speed that allows it to create com- 
plex displays. Those who are familiar 
with the Atari XE series of computers 
know that many commercial games 
display more than the "standard" four 
colours on a screen. This is performed 
with a device called a display list inter- 
tupt, which is built into the hardware. 
When the end of a scan line is reached, 
a segment of code is called that 
changes the screen colours, and makes 
those changes effective for the rest of 
the screen drawing process, or until 
another display list interrupt is called 
and the colours are changed again. It 
is not possible, though, to change the 
colours part way through a scan line, 
and do it with any accuracy. Indivi- 
dual machine cycles must be counted, 
and there is no firm hardware mech- 
anism. In fact, the 6502 processor 
used in the XE just does not have the 
speed to do the job. Enter the 68000. 
While the ST does not have a dedicated 
hardware mechanism like display list 
interrupts to make the job easy on the 
programmer, it does provide a memory 
counter which indicates where the 
display hardware is currently looking. 
Through careful observation of this 
counter, a clever programmer can 
change the colours the display hard- 
ware is using. The difference between 
ST and XE is that the 68000 is fast 
enough to change colours part way 
through a scan line, and do it with ac- 
curate positioning. Trio (the company 
that produces Spectrum 512) has imp- 
lemented such a scheme. Of course, it 
is more complicated than that (this is 
my general disclaimer), but that is the 
basic idea. Now you know. 


Mihocka’s XFORMER 
Could it be that we have yet an- 

other hack of the month? Yes, it’s true. 
The Atari XE emulator has finally 
made its appearance, after months of 
legal harassment of its author, Derek 
Mihocka, by Atari. And yes, it works. 
To what level does it work? I don’t 
know. It runs at approximately 10 to 
50% of the speed of an Atari XE 
machine, though. It allows access to 
the ST disk system as if it was a nor- 
mal disk, meaning that you can access 
ST files from within XE programs, and 
XE files from within ST programs. 
The upshot of that is that you won’t 
have to have special disks formatted 
for a particular emulator. It provides 
facilities for running Atari XE basic 
programs, as well as loading and run- 
ning binary files. A small DOS similar 
to a stripped down DOS 2.5 is built in- 
to the program, as is a monitor system. 
Several example programs are pro- 
vided with it, and they work perfectly. 
And the truly amazing thing about 
this whole production is the price. 
zero, XFORM (the name of the pro- 
gram) is shareware. As far as I know 
the author, like me, is a university stu- 
dent. It boggles my mind to try to 
comprehend writing a piece of soft- 
ware as complex as XFORM and still 
perform any schoolwork, not to men- 
tion uncertainty about financial com- 
pensation for the effort. 


"Caching In" On The ST 

Recently I was given DisCache 
(from Amgem, Inc.), a disk enhance- 
ment program, to review. Normally I 
am dubious of caches, as they usually 
appear to have very little effect. After 
experimenting with DisCache, I have 
definitely changed my mind. 

A cache is a program that works 
somewhat like a ramdisk, in that it 
stores disk information in memory for 
rapid access, but actually has a dif- 
ferent purpose entirely. Ramdisks are 
volatile: that is, when you shut off the 
computer they disappear, eliminating 
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all information permanently. They do, 
however, provide extremely rapid 
reading and writing speed. 

‘Caches have many of the advan- 
tages of ramdisks, but few of the dis- 
advantages. A cache is a memory 
buffer maintained between a physical 
device (i.e., a floppy or hard disk) and 
the computer’s file system (in this case 
the GEMDOS routines, part of the 
Atari’s operating system). It works by 
keeping, in memory, a copy of all sec- 
tors (parts of the disk) read from the 
disk. If the computer requests the 
same sector information again, instead 
of reading it again from the disk drive, 
the information is copied from mem- 
ory, which is much faster. Writes to 
the disk will pass straight through the 
cache, meaning that if the computer 
requests a write to the disk, it is always 
physically written on the disk. This is 
another major difference from ram- 
disks. This property allows caches to 
be used almost completely invisibly. 
The only drawback to caches is that 
they require memory. To achieve no- 
ticeable performance, usually at least 
32K is needed, 

To outline a situation where cach- 
ing is extremely useful: I installed the 
DisCache program on my King’s Quest 
II game to autoboot with 150K devoted 
to the cache. The advantage of this 
became apparent when I played the 
game. The first time I entered an area, 
the disk was accessed normally, but 
every successive time the screen was 
redrawn almost instantly, as that sec- 
tion of the disk was already in mem- 
ory! The game even ran faster than it 
would have from a hard disk. 

Incidentally, multi- pass compilers 
also stand to gain from caching. The 
temporary compiler files are trans- 
ferred to RAM as they are written to 
disk, so recall is extremely fast for suc- 
cessive compilation steps. 

The DisCache program itself is ex- 
tremely well implemented, does exactly 
what it says it does, and is very easy to 
install. It can be installed to autoboot 
to a given configuration, or can be run 
manually. A program is provided to 
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ease setup, as different cache sizes can 
be placed on all the drives available on 
the ST. 


GFA BASIC Accessories 

Well, I’m running out of space so 
I'll mention a few things quickly. 
There is a set of companion packages 
now available from Michtron for GFA 
BASIC, called (logically) The GFA 
Companion, GFA Vector, and the GFA 


Dest Dialogs Quit 


GEA BASIC COMPANION] 


GFA Companion 


BASIC Book. GFA Companion is a 
resource construction set for GFA 
BASIC. It generates LST (ASCII) 
source code that you include into your 
programs. At first glance it appeared 
to be rather limited (I am used to pro- 
grams such as K-Resource), but as I 
understand it, it is perfect for those 
programmers who want a user inter- 
face, and not a lot of trouble. 


A Disk Foints Lives jects ROI 


GFA Vector 


GFA Vector provides a three 
dimensional manipulation ability for 
GFA BASIC. The package handles all 
the transforms and displays, with the 
programmer responsible for object 
descriptions, size, and positioning. It 


One of the demos from GFA Book 


provides a program that allows 
construction of three dimensional 
objects. The GFA BASIC Book is an 
intermediate tutorial on GFA BASIC 
that includes a disk. # 


Ross Judson is studying computer science at 
Carleton University, specializing in manage- 
ment and business. He is very interested in 
stereo equipment, and, of course, computers. 


UPDATES 


* There is a new version of Mark 
Williams C available. The up- 
dated version has full GEM sup- 
port and a new manual section to 
boot. 


« The de facto standard in reference 
books for the Atari ST, Atari ST 
Internals from Abacus, has been 
updated, with new sections and a 
number of errors corrected. It’s 
also bigger, so you get more for 
your money. 


* Flash version 1.50 is now ship- 

* ping. New features include several 
new transfer protocols and an im- 
proved VT100 emulation. 


« SoftLogik has released version 
1.03 of their Publishing Partner 
software. This version allows PP 
to run properly on the Atari Mega 
series, and supports the Atari 
Laser Printer. 


¢ Personal Pascal version 2 is 
now available. The update is 
available from OSS for $20. 
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By Craig Tremblay 


Wheel of Fortune Version 2.0 
Robert H. Pyle 


AMP Hard Disk Directory 


Andrew Pinto 


PicSwitch Version 0.7 
Advanced Software 


Public Beat is a regular column de- 
voted to covering the best and most in- 
triguing new releases in public domain 
software. We at RESET are well aware 
that many of the best program authors 
are providing the fruits of their work 
free to all, just so they can enjoy sha 
ring their passion for computing. Our 
reporter is Craig Tremblay, who is no 
stranger to "public programming”. 


Wheel of Fertune 

Judging by the mammoth popu- 
larity of the TV game show "Wheel of 
Fortune", it was just a matter of time 
before this game was brought to an 
Atari ST near you. This version does 
its namesake justice in that the wheel 
and all its allure is preserved. This 
version of Wheel has a few features 
that no version preceding it has. Mr. 
Pyle, the game’s designer, has included 
the ability to create and edit your own 
puzzles, a variable strength option on 
spins, and last but not least, bonus 
rounds. 

Wheel of Fortune can be run direct- 
ly, or from within its accompanying 
shell program. Running from the shell 
will also allow users to create, edit and 
encode puzzle files of their own, or 
those supplied by the author, such as 
movies, biblical figures and the four 
accompanying miscellaneous files. The 
game can be played by two or three 
players. Spinning in this version is 
quite ingenious. If the player uses the 


left mouse button to spin, the spin will 
be of a random strength. If the right 
button is used, the strength of the spin 
will depend on the length of time the 
button is depressed. The author has 
added a slight touch of realism to this 
last feature. One out of five spins will 
be of a random strength and the com- 
puter will promptly display the word 
“oops!". Only a quarter of the entire 
wheel is displayed at any one time. 
The wheel has the standard "Bank- 
rupt" and "Free Spin" spaces on it, as 
well as a "Jackpot" space that appears 
in the second round. There is also a 
letter board that shows players what 
letters are left (Darkened letters) and 
what letters have been used (Shaded 
letters). 

Wheel of Fortune’s bonus round is 
identical to its TV namesake, except 
for the lack of prizes, which have been 
replaced with a 25,000 point payoff. 
The player must discover the mystery 
word in fifteen seconds or less with the 
aid of only the five consonants and 
vowels he or she has selected. 

This game is a must for any user’s 
ST software collection. It could just as 
easily have been a product from one of 
the well-known software publishers. 

A job well done, Robert. 


Wheel of Fortune puzzle board 


AMP Hard Disk Directory 

The AMP hard disk directory is 
one of the first truly complete direc- 
tory programs that actually works on a 
hard disk drive with a lot of folders. 
The name does imply that it is hard 
disk program, but it will also work 
flawlessly on a floppy-based system. 

The program has four main modes 
of operation that can be scrolled 
through by pressing the right mouse 
button or by selection from the drop 
down menu. 

The four modes are as follows: 
"Manual Search" mode - This mode 
is the same as the "SHOW INFO’ op- 
tion found on the Atari GEM Desktop. 
It will display the date and time the 
file was created, its filename and its 
read/ write attribute. 

"Open" file mode - This mode is the 
same as the OPEN’ command found 
on the Atari GEM desktop. It will 
yield the same result as double-clicking 
on a file. If the file isa program it 
will be executed, and if it is a text file 
it will be displayed on the screen. 
"Copy" file mode - This mode will 
allow you to copy a selected file to any 
active drive and any valid pathname. 
"Delete" file(s) mode - This mode is 
the equivalent of dragging a file or a 
folder to the trash can. The user can 
click on either and the selection will be 


deleted. 


Keyboard Commands Layout 


F1=A Drive F2 =B Drive 
F3 =C Drive F4 =D Drive 
F5 =E Drive F6 =F Drive 


(C) = Copy 
@) = Print dir 

(R) = Run 

(Esc) = Escape 
(RETURN) = end text 

<- -. =move right or left 
(UNDO) = Quit 

<SPACE = go back to main directory 


(D) = Delete 
(Q = Quit 

(S) = Search 
(HELP) = Help 


I found AMP Directory to be a 
very useful program in that most DOS 
commands can be performed and, as 
well, programs may be executed. For 
GFA Basic fans, note that AMP was 
written in GFA. 
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PicSwitch 

PicSwitch is a multi-format picture viewer, printer, and 
converter. Some of its biggest features include the 
ability to read, print and convert any of these formats : 


Neochrome ( .NEO ) 
Degas Elite ( .PC1-3 ) 
Nvsion screen ( .SCO-2 ) 


Degas ( .PI1-3 ) 

Tiny (.TNY ) 

Nvision Clipboard ( .SCO-2 ) 

Nvision page ( .PGO-2 ) IFF Low and Med (.IFF ) 

Macpaint ( .MAC ) Macintosh Startup screen ( .MAS ) 
Compuserve RLE ( .RLE ) Atari Koala (.KOA ) 

Atari Micropainter (.MPT) Atari GR 8 ( .GR8 ) Atari GR 9 (.GR9 ) 


PicSwitch has brought the ability to load Amiga and 
Macintosh pictures on the ST. Bulletin boards and user 
group public domain libraries are excellent sources of this 
type of picture. The four Atari formats listed will be fam- 
iliar to those users who have an 8-bit Atari background. 
These formats were popular on Atari’s 800XL and 130XE 
series. Once you have loaded the picture into memory the 
fun begins. 

If the picture is of ST or 8-bit Atari format, you have 
varied options when saving it. 


~ Ficowitch Commands 


save 

print t picfpage 
print 
inforsation 
abort 


(alt) fl 
{Undol, irbut 


OW. PCL 
fe! DEGAS Eli 


Format [DEGAS TARRY Reo [RP axe] 
Res PRURM ned [nono [coupe 


te low-res 


i {6 ist 


boost colors 
il fa 


defaults 


3 
(8) 
] 


Palette 


nb 


He 
iH 


Asien 
Conpress toggle 


Press a key to continue 


(aves) CxeT] 
(Sve EOE AT) 


Preview 


PicSwitch Help Facility Save Format 


What I especially like about PicSwitch is that I can view 
and print pictures created with programs that I do not even 
own from computers that I do not own. A Degas owner can 
give his masterpiece to a friend who only has NVision and 
could not otherwise view it. Do you have a friend with a 
Mac or, especially, an Amiga? Wouldn’t your friends be sur- 
prised to see their supposedly superior pictures on your ST. a 


Craig Tremblay is President of his own software firm, 1ST Base 
Software, as well as sysop of the National Capital Atari Users Group 
BBS (1-613-231-3411). He has been involved with the Atari ST 
since its introduction to the marketplace in August 1985. 
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Introducing 


Here’s Migraph LabelMaster 
Eliterm, a fun easy-to-use GEM 


based label maker and mailing 

list manager. With LabelMaster Elite, you can create 
distinctive custom labels that can be used for business 
mailings, gift tags, disk labels, and much more! 

Labels may be printed with designs included with 
the program or created with the feature-packed 
Graphics Editor. Print labels with or without designs in 
a variety of formats including mailing labels, 3.5” disk 
labels, and 3x5 and 4x6 index cards. 

The mailing list manager has all the expected func- 
tions plus the ability to flag a record for personal or 
business use as well as a 48 character comment field. 

Once you use LabelMaster Elite you'll never use 
plain labels again! 


Graphics Editor 

*]00 designs on disk *Line box, circle & mirror draw- 
ing commands “Clipboard to cut & paste between 
designs *Compatible with Printmaster designs 


Mail List Manager 

*Search, sort, delete & modify records “48 character 
comment field *Ability to merge databases *Store 
thousands of names *Freestyle label with 4 lines of text 
in varying styles 


Additional Features 

*Works with most 9 & 24 pin printers *Print up to II 
lines of text on disk labels and index cards *Mix print 
pitch and style on the same line by using special 
printer codes *Print disk directories 

Current LabelMaster owners may update to Elite by 
returning their disk and $5 to Migraph. 


Migraph, Inc. 
ie, 720 S. 333 St., (201) 


“SSMIGRAPH: Federal Way, WA 98003 


LabelMaster Elite is a trademark of To order call: 


ooekaUsenwen =~ -206 838-4677 


By Steven Webb 


NAME: Rings of Zilfin 
TYPE: Graphic Role Playing 

SPEC REQ’T: Colour only 

PRICE: $49.95 Cdn. $39.95 US. 
PUBLISHER: Strategic Simulations Inc. 


Welcome to the second installment 
of School Bus Computing. I’d like to 
open by saying that games have their 
usefulness. Even when playing games 
we can learn, just as we do in life, 
what may have happened in the past, 
or what may happen in the future. 

We have to plan our actions, learn 
from our mistakes, and suffer the con- 
sequences when we mess up. 

This article is devoted to a new SSI 
game, The Rings of Zilfin. SSI 
games are actually very good, in both 
an educational and a fun sense. This 
particular game is mind-boggling, with 
many screens of colourful pictures, 
great sound... and it’s educational, too! 


Rings of Zilfin 

As you wipe the blood from your 
beaten eyes, you can barely make out a 
gleaming mace diving rapidly toward 
your head. Luckily, this one you man- 
age to duck. When you return toa 
fighting stance, you slide your sword 
easily into the punctured chest of the 
gasping goblin. Y ou immediately re- 
alize your sword is the only brace 
holding the limp goblin afoot. Y ou re- 


move your slicer and, seeing the pixel- 
ized character fall, you decide it’s time 
to continue your journey. But to be on 
the safe side, you also decide to save 
your game. 

That description may sound like 
I’m going weird, but that is the kind of 
feeling you get while playing SSI’s 
newest strategic simulation, The Rings 
of Zilfin. This is the first SSI adven- 
ture that is fully animated, and you get 
the feeling that you’re actually in the 
adventure. 


The object of this game is to travel 
all over three lands on various wild 
goose chases. Along the way, you will 
have to fight evil monsters, trade with 
honest merchants, learn info from 
friends, visit witches for strength, find 
wizards for magic, and learn swordskill 
from swordmasters. In your travels, 
you must find the infamous Rings of 
Zilfin and unite them to overpower the 


dark ruler, Lord Dragos. This is not 
only a strategic game, but has various 
arcade sequences as well, for example: 
shooting arrows at spy birds, and 
fighting with a few of the twenty-six 
monstrous creatures that inhabit the 
land. Yet is is more than an arcade 
game, because it has many puzzles, in- 
cluding some both easy and mindbog- 
gling. This is good because I’m sure 
many people like variety in their 
games; I know I do. 

What I like about SSI games is the 
fact that you can develop your charac- 
ter. Unfortunately, the first few SSI’s 
that were created for our great mach- 
ine had very complicated playing sys- 
tems, with six characters and lots of 
Statistics for each. Rings of Zilfin has 
arather simple system of one character 
and only a few vital statistics. Status 
of the character consists of five fig- 
ures: strength, endurance, fatigue, 
sword skill, and magic skill. All these 
are easy to keep an eye on and rather 
easy to understand. Another feature I 
really enjoyed was the skill level. At 
the beginning, you can choose from 
nine different levels of difficulty, 
making it fun to play for all ages: the 
higher the level, the more help you get 
from the computer. 

In terms of play mechanics, Rings 
of Zilfin uses the mouse and/or the 
keyboard. I found it best to use both 
together. Travelling is very simple, as 
the computer does most of the dirty 
work for you. You are prompted with 
various commands and can either 
move the mouse to your choice or 
press the key corresponding to the let- 
ter in brackets. For example, Reis 
(your main character) has just entered 
a town; Reis may visit the (F)irst 
house, (S)econd house, or the (T)hird 
house. 

The screen is set with text at the 
bottom, the playing screen above, and 
the selection screen to your right. The 
text screen shows the conversation you 
might have with a person, or describes 
an item you have found. The playing 
screen is where you see what is around 
you. You can see the creatures you 
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are fighting, or when in travel mode, 
the mushrooms, monks, and ponds that 
can either help or hinder you. The 
choices screen shows the alternatives 
you have at that particular moment. 
With this screen layout, the game is 
guite easy to control. 

I’m going to take a moment here to 
compare the graphics in Rings of 
Zilfin with graphics in other SSI 
games. (If you disagree, please don’t 
hold it against me. Hold it against my 
Dad.) Because of the animation in this 
game, the graphics look very good. In 
Phantasie I (from SSI), when you en- 
ter a town you will notice it looks ex- 
actly like the previous town. In Rings 
of Zilfin, all the towns are different, 
thus giving the game more impact. 
The new graphics also affect the fight- 
ing. You fight on the spot you are at- 
tacked, unlike Phantasie where the 
screen changes to a view of your op- 
ponents and your party. This, I found, 
gives you a more realistic view of your 
hopes for survival. Fighting in the 
game isa different matter. To win a 


SEGA 


COLECO 


XE GAME SYSTEM 


PHONE 


1-613-729-4999 


fight you’ll need good armour and 
weapons. You start out with a stand- 
ard sword and cannot buy another until 
your strength is raised. Armour re- 
quires no strength and can provide 
some helpful saves on your life. In 
combat, you can use your magic (if 
you have any), a sword, or a bow. 
There is really no skill in the actual 
fight, only luck. But planning your 
Strategy to get up points is always fun. 


look at the map in your instruction 
manual. When travelling, you can pick 
up things, drink water, talk, or walk, 
etc. You should pick up all the mush- 
rooms and plants you find in your tra- 
vels. These are good to eat and have 
different effects (listed in your man- 
ual). Moving the mouse right speeds 
you up, and moving left slows you 
down. When it becomes night you 
must rest, (unless you are attacked). 
When you reach your destination, the 
program will automatically take you 
into the town. 

Overall I found Rings of Zilfin to 
be one of the best SSI games I’ve seen. 
I found it much easier to use than the 
others, and much more fun to play. I 
am anticipating many more games, us- 
ing the same methods, from SSI. = 


Eleven- year old Stephen Webb is one of the 
new generation of computer enthusiasts who 
have literally grown up with the machine. 
Stephen has written a number of reviews for 
various magazines, and spends many hours 
solving adventure games. 


To travel, you must choose your 
direction before going to the travel 
screen. Before choosing you should 


DEALERS WELCOME 


WHY ?recausE THIS MAN IS A 
HOARDER OF GAME CARTRIDGES 
THAT WE.MICROPLAY ARE WILLING 
TO BUY. IF YOU HAVE ANY 
KNOWLEDGE OF THE WHEREABOUTS 
OF SID VID AND HIS GAME 
CARTRIDGES, OR IF YOU HAVE 
GAME CARTRIDGES PLEASE 
NOTIFY US IMMEDIATLY. 


“SLCONE 


MICRO PLAY 

1018 MERIVALE Rp. 

OTTAWA ONTARIO 
CANADA 
K1Z-GA5 


You MUST Send A 
Self-Addressed, 
STAMPED Envelope To 
Receive Our Buying 
& Selling Price List 
Print Clearly. 
SPECIFY YOUR SYSTEM(S) 
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EMPIRE (INTERSTEL) 
This is a module of the Starfleet 
games, but instead of taking place in 
space the action takes place on a con- 
quered planet. Your job is to capture 
80 cities while battling it out with 
your opponent. To achieve this you 
will have to decide what sort of unit 
you want each city to build. Of 
course, the more complex a unit is, the 
more time it takes to build, so planning 
your invasion strategy is a must. 


CHARTPAK ST 
(ABACUS SOFTWARE) 

This program allows you to gene- 
rate your own graphs or charts (eg. 
bar and pie) using the ST’s GEM abil- 
ities. ChartPak ST can be used in con- 
junction with Abacus’ PowerLedger 
ST spreadsheet, although it is not clear 
if it accepts information from other 
spreadsheets. On the other hand, the 
program can be used with various 
graphic programs, and is DEGAS com- 
patible to handle any enhancements 
you may wish to add. The manual in- 
cludes tutorials for the beginner, and 
also has sections for the advanced user. 

Chartpak ST requires a color or 
monochrome monitor. $49.95 US 


Empire 


Should you stick to armies, fighters, 
and transport ships, or do you want to 
include a massive naval force to strike 
behind enemy lines? The game is for 
one to three players with the computer 
able to control one or two. There is 
also a Play- By- Mail option, and future 
versions will feature a Play-By- 
Modem function. The game has an 
unlimited skill level, since you can set 
the combat and production skills for 
each player. Empire comes with a 
wide variety of planetary maps to 
choose from, plus the ability to make 
your own maps. $69.95 CDN 


Chartpak 


ROADWAR EUROPA (SSI) 

The sequel to Roadwar 2000 that 
has you stepping down as President to 
bring peace to Europe. Europa uses all 
the commands of the first game, but 
instead of touring around North 
America you will be barreling down 
the Autobahn in Europe. $49.95 CDN 


DUNGEON MASTER 
(FTL GAMES) 

The long-awaited graphic adven- 
ture/ fantasy role-playing game has 
arrived... and it’s a looker. A com- 
pletely mouse-oriented interface guides 
you through character selection, object 
handling, and spell-casting. As Ap- 
prentice to the Grey Lord, Master of 
All Magick Arts, your sworn purpose 
is to retrieve the Firestaff, stolen by 
the forces of Evil and hidden deep 
within the Dungeons of Chaos. As you 
search among the beautifully- detailed 


COPE BERER' | 
"ii? 


Dungeon Master 


halls, you can also summon charac- 
ter-stat screens to control all your 
actions. The screens show various 
boxes with colour depictions of each 


Page 56 


The ST Almanac - February/March 1988 


character’s inventory objects, attri- 
butes, battle options, and so on. Also 
given are constantly- changing bar 
graphs of each character’s status. 
While learning to fight monsters and 
cast spells may be tricky, the rest is 
intuitive; for example, to examine an 
object, you merely drag it over to the 
on-screen eye, and a graphic-and-text 
description pops up. The packaging 
promises "intricate puzzles and cun- 
ning traps hidden inside". 

$50.95 CDN $34.95 US 


GRIDIRON 
(BETHESDA SOFTWORKS) 

For those who prefer the sound of 
grunts and groans, Gridiron lets you 
call from a total of 38 offensive and 
defensive football plays, with the ab- 
ility to make your own play book. 
Teams in the game are not based on 
any real NFL figures, but they are 
rated for speed and strength. Gridiron 
is for one or two players, and features 
random fumbles and penalties, along 
with voice synthesis and smooth- 
flowing graphics. Those who have 
single-sided drives will have to send 
the double-sided disk that comes with 
the package back to the company; they 
will return two single-sided game 
disks. $69.95 CDN 


STAR TREK 
(FIREBIRD SOFTWARE/SIMON & 
SCHUSTER) 

The Klingons are at it again. This 
time they’ve figured out a way to 
make Federation starships turn rene- 
gade and side with the enemy. As 
Captain James T. Kirk, it is your 
suicidal mission to enter the deadly 


Star Trek 
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Atari Scholastic Series 


“Quarantine Zone" and reverse the 
effects. Your first look at this game 
will surprise you: graphics are digi- 
tized views of the actual TV series’ 
cast. The voices that speak to you 
from time to time are digitized too. 
This is an action adventure, although it 
is so graphics- oriented you’d almost 
never know. The main screen shows 
seven views that change depending on 
your actions. The mouse is used to 
click on a crew member’s picture, 
which will bring up a new set of 
screens you can use to control the ship. 
Available to you are all the resources 
of the ship: the Captain’s Con, Spock’s 
computers, Uhura’s communications, 
Scottie’s engines, Chekov’s weapons, 
and so on. To accomplish your task, 
you must search among 4,000 planets 
for the clues to the Klingon’s deadly 
secret. All the while, you must defend 
the Enterprise from Klingon and Ro- 
mulan attack. $54.95 CDN 


ATARI SCHOLASTIC SERIES 
(ATARI CORP.) 

Comprised of 17 educational two- 
disk packages that use Socrates, the 
Atari Scholastic Series is a learning 
environment created jointly by pro- 
grammers and educators. The pack- 
ages are designed to cover grades 5 to 
9, and include enrichment programs, 
straight grade-level teaching, and 
subject-matter review, depending on 


the grade level involved. Each pro- 
gram covers a specific topic with sev- 
eral tutorials that will take from three 
to six hours to complete. The series 
cover Algebra, Geometry, Statistics, 
Trigonometry, Biology, and Chemistry 


RE SF 


All use the same format for "Help" 
screens, showing special commands and 
symbols and their keystroke; and 
"Overview" screens, that list the tutor- 
ials on the disk, and the primary and 
secondary concepts that will be 
learned. The Tutorial Screen is where 
the concepts are taught through exam- 
ples, experiments, definitions, review 
of information and quizzes. Each Tu- 
torial Screen is composed of three sec- 
tions, and is designed to continually test 
the students’ learning and comprehen- 
sion of the topic. Each: $27.95 CDN 


GAUNTLET (MINDSCAPE) 

A major hit in the arcades, Gaunt- 
let comes to us via Atari Games. This 
is an extremely colourful and fast- 
moving romp through a land infested 
with monsters that break out of their 
resting place in wave after wave of 
deadly mayhem. Select one character 
from a group of four provided, each 
with special attributes, to be your 
on-screen hero. Armed with an end- 
less supply of weapons, you search 


Gauntlet 


through dozens of levels of dungeon 
mazes, always on the lookout for food, 
treasure, magic items and potions. If 
you’ve seen this one at the arcade, then 
you know that the action never stops: 
there have probably never been this 
many monsters assembled in one game 
before! For one or two players, with 
the option of having a second player 
jump in at any time during the game 
to be your ally (or foe, if you prefer). 
Who’s got the Stickum? 

$59.95 CDN $39.95 US = 
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ATTENTION PROGRAMMERS! 


Don't let the name fool you! The ST Sprite Factory is not another Sprite Editor! 
ST Sprite Factory is a professional programming tool that helps you to create arcade-style 


games more quickly than ever before. Features include: 
¢ Advanced drawing functions like mirror, shrink, 
rotate,cut, paste, copy, insert, flip, fill, distort, and more 


¢ On-board animation 


¢ Standard "DEGAS" file format - 60 sprites per file. 


What ? You've seen these features in other 
game programming systems ?? 
Well, we'll bet you haven't seen... 


¢ A"Mapmaker' to create playfields up to 500 screens 
using only 60K. 


¢ A"Joystick" routine to create the array for the 
al Co movement of sprites. 


H Eas 

inate FUTURE SOFTWARE ¢ "Scrolling" demos, tutorials on how to move sprites, 
CVETEMIE detect collisions, set object priorities, including source 

SYSTEMS code in Pascal, and examples in Basic. 


21125 Chatsworth Street Chatsworth, California 91311 


(818) 341 8681 ST 


Any games you create with the ST Sprite Factory 
are your exclusive property. Should you decide to 


market your game, no licensing is required! epRITE F 


$39.95 Suggested Retail Price 


WHAT ABOUT "NEOCHROME “* ?? 
WHAT ABOUT SOURCE CODE ?? 


Answer: THE CHAMELEON 


A companion utility to the ST Sprite Factory. 
(Of course we won't complain if you use it with 
other programs.) 


THE CHAMELEON creates source code in Assembly, "C," and Basic, from Neochrome, Degas, and IFF 
Block File format files. THE CHAMELEON allows you to cut out entire pictures or any part of a 
picture, with easy to use mouse/menu driven functions. $29.95 Suggested Retail Price. 


Future Software Systems is always looking for good products. If you have a program you would 
like to submit for consideration give us a call at: (818) 341-8681. 


*Degas is a product of Electronic Arts. * NeoChrome is a product of Atari Corporation. 


An Introduction to 


By Stephen Couchman 


Iam beginning a series of 
columns on practical applications of 
GEM functions. These articles will 
deal with windows, menus, forms, 
and other GEM capabilities that are 
necessary for any useful GEM- based 
application. (This one on windows is 
intended to whet your appetites.) 

As the programming example is 
developed a complete window hand- 
ler that can form the basis of aGEM 
program will be built. You are invit- 
ed to write RESET to indicate the 
particular areas that you would like 
emphasized. 


Window Creation and 
Manipulation in GEM 

The use of windows is basic to 
most applications, especially those 
dealing with large amounts of text 
(word processors, text editors, etc.), 
and those manipulating numeric data 
as well as text (spreadsheets, data 
bases, etc.). The program given in 
Listing #1 outlines the basics needed 
to handle a single window, (since I 
have always found that the best way 
to understand a new topic is to have a 
well documented and explained ex- 
ample to follow). I intend to show 
other possibilities at a later date (as 


one can easily feel swamped by too 
much new information). An examin- 
ation of the CASE statements that do 
not appear to do anything, however, 
will reveal the direction of future 
coverage. Now, let’s get started with 
the first window. 


It All Starts With ’Creation’ 

The function ’demo_main()’ is the 
main body of the program that we 
will be treating. All window creation 
and manipulation has been centred in 
this function so that the listing is 
easier to follow. I would suggest that 
as your programs grow in size,a 
better approach is to put different 
operations in individual functions. 
This will allow you to create your 
own personal library of functions that 
can be used in many different pro- 
grams. As you will come to realize, 
most GEM- based programs have 
many common functions, so modular- 
ization now will save you time and 
debugging effort later. (Yes, I do 
practice what I preach, so, as this 
program grows in subsequent issues, 
I will use this approach more.) 

The function starts with the 
initialization of something called an 
MFDB (Memory Form Definition 


Block). This data structure is utilized 
by the VDI (Virtual Device Interface) 
to perform operations on the screen. 
The VDI allows operations directly to 
the screen to draw in the window that 
will be created, but that is another 
topic. 

The first window operation that 
needs to be performed is the deter- 
mination of the maximum window 
size for the monitor in use. The 
wind_ get() function returns many 
different parameters for a given 
window (that window being identi- 
fied by its handle’). A window that 
is created by GEM itself is the 
*desktop’ window, or that window 
which covers the entire screen. To 
determine how much of the screen is 
available to an application, we need 
only inquire into the coordinates of 
the work area of the Desktop win- 
dow, that is, the area under the pro- 
gram title line or menu bar area. 

At this point the window can be 
created, so we need to decide what 
parts we will require. A number of 
different parts are available: a name, 
an info line, a full box (for toggling 
the window from its current size to 
its full size, and back again), arrows 
and sliders (to move the window over 
its contents, assuming that the win- 
dow only shows part of the data that 
is available), a size box (for resizing 
the window to allow viewing of data 
beneath the window), a move bar (so 
that the window can be repositioned), 
and a close box (to remove the win- 
dow from the screen). This example 
shows all possible parts so that all 
likely manipulations can be covered. 
A call to wind_create() with the win- 
dow parts required, and the dimen- 
sions of the largest window that the 
application will require, causes the 
window to be created within GEM. A 
positive INTeger is returned so that 
the window can be identified for all 
subsequent window operations. If an 
invalid handle is returned no more 
windows are available and one must 
be deleted (an application has at least 
four windows available for creation). 
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Before actually opening the win- 
dow on the screen, we need to set up 
a few of the parts of the window by 
using calls to the wind_set() funct- 
ion. By using pre-DEFINEd values 
we can set the name and info line 
parts of the window to contain the 
information desired. [These two 
function calls illustrate one potent- 
ially confusing aspect of ’C’, namely 
the fact that a function can accept a 
variable number of arguments. By 
definition, the windset() function re- 
quires 6 INTeger values as param- 
eters. The third and fourth param- 
eters give the address (in “high word 
- low word’ format) of the string that 
contains the name, or info line for the 
window. Since a (CHAR *) is the 
same size as two INTegers in ’C’ (on 
the ATARI ST), we can replace the 
two INTeger values with one (CHAR 
*).] The next four wind_set( calls 
set the horizontal and vertical slider 
sizes and positions. 

A call to the function wind_open() 
will open the window identified by 
the *handle’ passed to it at some init- 
ial size up to the full size of the win- 
dow. If this function fails (returns 0), 
then something is wrong with the 
setup of the window, so the previous 
code must be checked over. The next 
step is to use wind_ get() [just the 
opposite of wind_set()] to find out 
different aspects of the current (or 
other) window. This call to 
wind_ get() returns the coordinates of 
the work area of the window so that 
we know where the contents of the 
window can be drawn. (In this ex- 
ample the window is just cleared to 
show how a window can have data 
drawn in it. In subsequent columns, I 
will explain the correct way to draw 
inside windows so that your programs 
behave properly with other GEM 
applications that share the screen 
with your programs, such as desk 
accessories). Finally a call to the 
evnt_mesag() function gives control 
of the program to GEM so that the 
mouse can be used to interact with 
the window. The evnt_mesag() end 
other functions, such as evnt_multi(), 


are used to wait for events, (such as 
the clicking of the mouse on a win- 
dow part), to happen. When an event 
occurs, the evnt_mesag() function 
returns with information about what 
action was taken. It is then up to the 
application to ‘decide’ whether or not 
to‘act upon that event. The program 
shows how some of the events can be 
handled. When a window redraw 
event occurs, GEM returns the co- 
ordinates of the portion of the win- 
dow that needs redrawing. The cor- 
rect approach to redrawing (using 
window rectangle lists) will be 
covered later, but this example shows 
how to fill an area completely ’white’. 
If the ’close box’ of the window is 
clicked on (the box in the top left 
corner of the window), the applica- 
tion closes the window, deletes it, 
and exits the program. If the ’size 
box’ is clicked on, or dragged to 
another area of the screen, the win- 
dow is resized by sending the new 
coordinates to the wind_set() func- 
tion. Similarly, if the window ’move 
bar’ is clicked on, or dragged (the 
move bar contains the window title), 
the window is also resized. 

This approach to acting on the 
events returned by GEM allows you 
to write code that is easy to read, 
since each event has its own CASE 
statement in the SWITCH. By 
structuring your code in this manner, 
you will find that less time is spent 
debugging, and more time is spent 
improving and enhancing your 
programs. = 


Stephen Couchman is a software engineer, 
author of I*S Talk, and co-author of The 
Isgur Portfolio program. Both packages are 
available for the Atari ST. 

Stephen is interested in writing about 
specific aspects of GEM and ’C’ that will 
be of interest to those of you who are 
writing applications that use GEM 
extensively. In particular, he would like to 
discuss the use of resources in your 
applications, including a complete 
explanation of different object types and 
their functions. He intends to discuss the 
use of menus in GEM, (including their very 
specific object definitions), creation of 
windows, (further help intended), and 
putting up dialog boxes. 


Listing #1 


/* Header files included with GEM 
‘C’ compilers */ 

#include "gembind.h"™ 

#include “gemdefs.h" 

#include "obdefs-.h" 


#define TRUE 1 
#define FALSE (0) 
/* define mouse form numbers */ 
#define ARROW (0) 
#define BEE 2 


/* Handle of desk top window */ 
#define DESK_WN_HANDLE 0 

/* Event numbers produced when a 
window arrow or scroll bar is 
clicked */ 

#define PAGE _UP 0 
#define PAGE_DOWN 1 
#define ROW_UP 2 
#define ROW_DOWN ss 
#define PAGE LEFT 4 
#define PAGE_RIGHT 5 
#define COLUMN_LEFT 6 
#define COLUMN_RIGHT 7 


/* arrays used by GEM bindings to 
set up function calls */ 


fot contrl[12]; 
int intin[128]; 
int ptsin [256]; 
int intout [128]; 
int ptsout [128]; 


int gl_apid,/* number which 
identifies application */ 
gl_wchar,/* width of a 
character in pixels */ 
gl_hchar,/* height of a 
character in pixels */ 
gl_wbox,/* width of box 
around a character, in pixels */ 
gl_hbox,/* height of box 
around a character, in pixels */ 
gi_xfull,/* x coordinate of 
available window area */ 
gl_yfull,/* y coordinate of 
available window area */ 
gl_wfull,/* width of available 
window area */ 
gl_hfull,/* height of available 
window area */ 
wn_handle,/* handle of window 
i, app will use */ 
gem_handle,/* physical handle*/ 
vdi_handle,/* virtual handle 
(used in most VDI calls) */ 
work_out [57];/*information 
about work station (screen 
in most cases) put here */ 


/* definition of messages used to 

indicate errors, or other messages 

to the user */ 

char *init_err = "[3] [Unable to\ 

open a work station|Fatal\ 

Error!!] [Abort]", 
*no_window_avail_err = 


*13]\ 
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more window available.][Abort]", 
*unable_to_open_wn_err = 
[Unable to open window. Possible memory\ 
or.] [Abort]", 
*window_title = 

= The window title goes here ", 

*window_info = 
"Essential window info goes here"; 


ant demo_init() 


int i,work_in[11]; 
* ask GEM to initialize the application, -1 means 
tal error */ 

this call MUST be successfully made before ANY 
er GEM calls */ 

((gl_apid = appl_init()) == -1) 

return (2); 


= change mouse form to a 'BUSY BEE’ 
ystem is busy */ 
af_mouse (BEE, OxOL); 


to indicate 


= get handle which identifies the physical screen 

ing used */ 

. handle = graf_handle(&gl_wchar, &égl_hchar, 
&gl_wbox, &gl_hbox) ; 

gem_handle; 


si_handle = 


* set up array to indicate we wish to open a virtual 
k station on the screen, this is used for 
ustration. Open if you are going to write to the 
een */ 
for (i=0; i < 10;) 

work_in[i++] = 1; 
work_in[10] = 2; 


* ask GEM to open virtual work station */ 
v_opnvwk(work_in, &vdi_handle, work_out); 


* if none are available, GEM returns a ZERO as the 
handle */ 
(!vdi_handle) 

{ 

form alert (1, init_err); 

return(1); 


i 


* change mouse form, since initialization is 
nished */ 


graf_mouse (ARROW, 


OL); 
/* initialize if successful, so return */ 
return (0); 

/* End demo_init */ 


Gemo_close (status) 
ant status; 

ix Note that all cases intentionally ‘fall through’ 
to the next depending */ 

'* Each case denotes a different type of application 


mding */ 
switch (status) 
i 
case 0: /* successful run of application */ 


case 1: appl _exit(); 


case 2: break; 

} 
} /* End demo_close */ 
grect_to_array(area, array) 
GRECT *area; 
int *array; 


{ 


/* Convert structure to array */ 


*arraytt+ = area->g_ x; 

*arrayt+ = area->g_y; 

*array++ = area->g_x + area->g_w - 1; 
*array = area->g_y + area->g_h - 1; 


} 


rast_op(mode, s_ area, s_mfdb, d_area, d_mfdb) 


int mode; 

GRECT *s_area, *d_area; 
FDB *s_mfdb, *d_mfdb; 
{ 

int pxy [8]; 


/* Set up coordinates of rectangles to copy to and 
from */ 

grect_to_array(s_ area, 
grect_to_array(d_area, 


pxy)? 
&pxy[4]); 


graf_mouse (M_OFF, OL); 


/* Perform the copy */ 

vro_cpyfm(vdi_handle, mode, pxy, s_mfdb, d_mfdb) ; 
graf_mouse(M ON, OL); 

} 


demo_main() 

{ 

int event_msgbuf[8],/* contains messages from GEM 
AES */ 

done,/* indicates end of application */ 

full_coords[4];/*coordinates of maximum window 
size */ 

work_area; /* work area of the window */ 

screen_mfdb; /* Screen memory form definition 

block */ 


GRECT 
FDB 


/* Initialize mfdb for screen RAM*/ 
sereen_mfdb.fd_addr = OL; 


/* get the coordinates of the largest window 
available */ 
wind_get (DESK_WN_HANDLE, WF_WORKXYWH, 

&gl_xfull, &gl_yfull, &gl_wfull, &gl_hfull); 


wn_handle = wind_create (NAME. | CLOSER | FULLER | 
MOVER | INFO | SIZER | UPARROW | DNARROW | VSLIDE | 
LFARROW | RTARROW | HSLIDE, 

gl_xfull, gl_yfull, gl_wfull, gl_hfull); 


/* An application will have at least 4 windows 
available to it.*/ 
/* Exiting the program here is for illustration only 
*/ 
if (wn_handle < 0) 

{ 

form_alert(1, no_window_avail_err); 

return; 


} 


/* Give the window a name */ 
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wind_set (wn_handle, WF_NAME, window title, 0, 0); 


/* Fill in the window info line */ 
wind_set (wn_handle, WF_INFO, window_info, 0, 0); 


/* Initialize the window slider sizes and positions*/ 
wind_set (wn_handle, WF_HSLIDE, 1, 0, 0, 0); 
wind_set(wn_handle, WF_VSLIDE, 1, 0, 0, 0); 
wind_set(wn_handle, WF_HSLSIZE, 1, 0, 0, 0); 
wind_set(wn_handle, WF_VSLSIZE, 1, 0, 0, 0); 


if (wind_open(wn_handle, gl_xfull, gl_yfull, 
gl_wfull, gl_hfull)) 

{ 

/* get the coordinates of the work area of the new 

window */ 

wind get (wn_handle, WF_WORKXYWH, &swork_area.g x, 

&work_area.g_y, 
&work_area.g _w, 
&work area.g h); 

/*Get window coordinates for clip used in redraw*/ 

grect_to_array(&work_area, full_coords) ; 

/* Receive messages from GEM indicating actions 
performed on the window. In this application, 
clicking on the window ‘close’ box will end the 
program */ 

done = FALSE; 

while (!done) 

{ 
/* wait for the next message */ 
evnt_mesag (event_msgbuf) ; 


switch (event_msgbuf[0]) 


case WM_REDRAW : 

/* To simplify this example, correct 
redraws using window rectangle lists 
will not be used. This will be 
covered in a future column. The work 
area of the window will be cleared.*/ 


/* Enable clipping to limit redraw 
window */ 


vs_clip(vdi_handle, TRUE, full_coords) ; 


/* Clear inside of window */ 
rast_op(ALL_WHITE, &work_area, &screen_mfdb, 
&work_area, &screen_mfdb) ; 


/* Disable clipping */ 
vs_clip(vdi_handle, FALSE, full_coords) ; 
break; 


case WM_TOPPED 
break; 


case WM_CLOSED : 
done = TRUE; 
break; 


case WM_FULLED : 
break; 


case WM_ARROWED: 
switch (event_msgbuf [4]) 


{ 
case PAGE_UP 
break; 


case PAGE DOWN : 
break; 


case ROW_UP : 
break; 


case ROW_DOWN : 
break; 


case PAGE LEFT 
break; 


case PAGE RIGHT : 
break 


case COLUMN_LEFT : 
break; 


case COLUMN RIGHT : 
break; 
} /* End switch event_msgbuf[4] */ 
break; 


case WM_HSLID 
break; 


case WM _VSLID 
break; 


case WM_ SIZED 
case WM_MOVED 
/* Set the window to the new requested size 
er position */ 
wind_set (wn_handle, WF_CURRXYWH, 
event_msgbuf[4],event_msgbuf[5], 
event_msgbuf[6],event_msgbuf[7]); 


/*Get the new window work areacoordinates*/ 
wind_get (wn_handle, WF_WORKXYWH, 
&work_area.g x, &work_area.g y, 
&work_area.g w,&work_area.g h); 
break; 
} /* End switch event_msgbuf[0] */ 
} /* End while !done*/ 


/* Closing the window leaves the window still 
available for re-opening */ 
wind_close(wn_handle); 
} /* End if */ 
else 
form_alert (1, unable _to_open_wn_err); 


/* Release the window completely */ 
wind_delete(wn_handle); 
} /* End demo_main */ 


main() 


{ 


int status; 


if (!(status = demo_init())) 
demo_main(); 


demo_close (status) ; 


} 
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BYTE 


THE HAND THAT FEEDS YOU 


By Terry Webb 


In which our intrepid reporter 
continues to ruminate upon the vag- 
aries of computer-isms, and decides to 
start a consulting firm. 


I just might be starting the greatest 
company that ever existed. The only 
people in the world who don’t own 
computers are the ones who are hop- 
ing to get one, either for Christmas or 
their birthday. If you put all those 
owners end to end you would have 
millions of fools who, if they had the 
brains to use a computer, wouldn’t 
have agreed to pose nose to butt for 
this article. All these fools need help, 
and I’m just the one to give it to them. 

My new company will be the an- 
swer to everyone’s prayers: I will show 
you why your writes must be pro- 
tected; I will help you find happiness 
with a BLITTER (or be as happy 
waiting for one); I will expose the hid- 
den secrets of the baudy modem; and, 
for the more advanced fool, I will host 
group sessions designed to answer the 
question "Mega4 what?". 

I can see right now that there will 
be too much work for one person, so 
I’m going to need partners. Finding 
other experts in any field willing to 
share their knowledge is not as hard as 


you might think. Finding computer 
experts is even easier. Anyone who 
has been to a bank in the last five 
years has had their account screwed up 
by a computer at least eight times and 
hates the little machines. If you hate 
them, that qualifies you as an expert. 
If you haven’t been to a bank in five 
years, then one of them has screwed 
up your unemployment cheques at 
least once. 


... In most cases, if you 
lift up a fool, you will 
find a computer 
underneath. 


Almost any bar has three distinct 
groups of regulars. There are the 
jocks, who alternate between the big- 
screen TV and beer commercial 
filming. There are the drunks, who 
alternate between the bar and the 
floor, and there are the hackers, who 
hang around the computerized cash 
and watch the waitresses punch in 
orders. I went to the bar and checked 
the floor. That’s where I met Bernice, 


my first expert. She had been in com- 
puters for more years than she cared to 
admit and it had certainly taken its toll. 
However, she had been involved in 
some pretty important deals in her 
time and as a matter of fact, in an earl- 
ier life, had been the "B" in IBM. 
Those are pretty good credentials. 

It wasn’t until two nights later on 
the same floor that I tripped over 
Cap’n Crunch, my second expert and 
the inventor of the cereal port. (It has 
often been said that without him, a 
computer would not be able to list.) 

The three of us had the makings of 
a great pair and with a little bit of 
planning, a little bit of luck, and the 
ability to mine the rich motherlode of 
consumer computer stupidity, we knew 
we would be able to make Henry Ford 
look like an amateur. That was the 
ticket... an assembly line! Put a com- 
puter- illiterate fool in at one end along 
with a computer that he knows 
nothing about, and presto! For less 
than the amount that the average com- 
puter owner would pay for a disk 
drive, printer and memory upgrade, 
the assembly line would dump off at 
the other end a computer-literate fool. 
Great idea! 
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Fools are easy to come by. So are 
computers... in most cases, if you lift 
up a fool, you will find a computer un- 
derneath. All we needed now was an 
assembly line. But assembly lines are 
pretty easy to come by as well. Asa 
matter of fact, there is a whole lan- 
guage used inside computers that the 
rest of the world knows nothing about. 
It’s called assembly language and it 
works in assembly lines. A bunch of 
these lines put together make assembly 
routines, and that’s always been the 
problem with assembly-line work. It’s 
so routine. The human mind can’t, 
cope with routine work hour after 
hour without going crazy. That’s why 
computers and robots are being instal- 
led -- so that the human workers will 
remain sane. That limits our clientele, 
since we can only sign up people who 
worked on assembly lines before robots 
and computers. They are the only ones 
crazy enough to buy computers. 

The problem with this whole thing 
is that it is really not that easy to find 
an old assembly line. Yjr [tp;rm eoyj 
yjod ejp;r yjomh od yjsy oy od trs;;u 
mpy yjsy rsdu yp gomf sm p;f sddr,n;u 
;omr/ (That’s what the first sentence 
looks like if you move your fingers one 
key to the right. See why you need 
our help?) The only old factory kind of 


thing that we could find was an aban- 
doned distillery. Oh, joy. Programs 
can be assembled, compiled or interp- 
reted, why not distilled? The only bet- 
ter location would be an old pharma- 
ceutical factory so that compiled pro- 
grams could be treated with Prepara- 
tion H. Of course, interpreted pro- 
grams could best be handled at the Se- 
cretary of State, but distilled programs 
could only make the computer Wiser. 


The only old factory 
kind of thing that we 
could find was an 
abandoned distillery. 
Oh, joy. 


Stills are used for a lot of other 
things besides alcohol. As a matter of 
fact, the microchips that are used in- 
side this computer are made from sili- 
cone in a still, I know this for a fact 
because I once heard a computer en- 
gineer-type say to another "Are you 
using silicone still, we’re using gal- 
luim!" This distillery building is as 
perfect as we will ever find for a com- 


puter consultant/computer teaching 
company. 

Not only can we be involved with 
computers and hardware, we can also 
handle programs and easyware. We 
can show people how to process words, 
base datas, spread sheets and publish 
desktops. There is even a whole class 
of programs that communicate. Before 
computers, people communicated by 
telephone and telegram (Cap’n Crunch 
used a Seagram on his boat) and either 
picked up the phone and spoke as 
quickly as possible to keep the costs 
down, or wrote the message out, and 
when it was exactly what they wanted 
to say, sent it by morse code. To com- 
municate by computer, first a person 
uses the telephone to establish contact, 
which sets the billing meter in motion, 
and then painfully types out each 
thought. There is no limit to the 
consulting possible here. 

Now on to the more important 
things in a company. A name, letter- 
head, furniture... and a coffee pot. m= 


Terry Webb is the author of a column 
carried in a number of user group news- 
letters, in which he describes the rather 
confused life of a computer owner and his 
struggles with a machine that he doesn’t 
really understand. 
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Terrific Corp's | 


EZ-RAM Il 


Terrific Corp. announces the release of EZ-RAM li a solderless 


512k to 2.5 meg upgrade. 


- works on 520st, 520stFM, and 1040 
- 1 year warranty 

- very "clean" installation 

- 256k or 1 meg chips 

- Illustrated inctructions 


Retail $139.95° 


Also available. 
EZ-RAM 1/2megsolderless (includes RAM) peobedeeslcie! 95 
Price, {foes not include RAM Chips.2-TIME 520 Clock/calendar chip $ 49.95 


Toord Z-TIME 1040 Clock/Calendar chip 


3 se05 


Contact your local dealer or 

direct from Terrific Corp. 
17 St. Mary's Ct 
Brookline, MA 02146 
(617) 232-2317 


Orderby Visa/MC/COD/Prepay 


EZRAM and Z-Time are trademarks of 
Terrific Corp. ATARI, 520, 520stfm, 
1040 are trademarks of Atari Corp. 


Page 64 


The ST Almanac - February/March 1988 


| Make the 


)P Professional™ GEM 1.2 j 


VIP Professional” 
GEM 1.2, the 

new generation 
spreadsheet 


Spreadsheet, Database, Graphics and 
Macros With Total Lotus® 1-2-3° 
Functionality. 


A total Solution 
LOTUS COMMANDS 


VIP Professional™ uses commands 
identical to Lotus 1-2-3 allowing 


T= Professional™ is a trademark of DITEK INT’L; Atari 
so ST are trademarks of Atari Corp.; GEM isa trademark 
@ Digital Research Inc.; Lotus and 1-2-3 are trademarks of 
Leess Development Corp. 


PROFESSIO 


choice. 


users familiar with Lotus to easily 
switch to the Atari ST. 


IMPROVES 1-2-3 

Where VIP Professional™ really 
improves on Lotus is its attention to 
ease of use. Although the user may 
elect to use the keyboard for all 
commands, VIP Professional™ also 
provides a full-featured mouse inter- 


_ face with icons, dialog boxes, pull- 


down menus, mouse ranging 
and scroll bars. This makes 
command selection, 
1 4. movement in the sheet, 
range selection, split- 
screen use anda score of other 
functions much more intuitive and 
easy to use. What were once complex 
commands with Lotus arenow a 
mouse-click away. 


Atari ST” 
Special Features 


GEM interface with pull-down 
menus, icons, dialog boxes, ranging, 
scroll bars, column grabber, etc. 
Sparse matrix for conserving 
memory. Works with 520ST, 1040ST 
and beyond. Ulira-fast floating point 
math. Compatible with printers 
supported by GEM. Saves graphs 
compatible with Degas™ and Neo 


Chrome™ Totally supports hard drive. |" 


Works with color or monochrome 
monitors. Multiple windows for 
viewing graphs and worksheet at the 
same time. 

Enhanced Text Versoa 1-2 nos aati. 


Professional available for: 


APPLE*IIcs 
APPLE’ Ile/c 
ATARI ST™ 
AMIGA™ 


FLEXIBILITY 

VIP Professional™ gives the user, no 
matter the computer, a uniform, 
powerful program that conforms to 
the Lotus standard and which can 
exchange data with any other 
program using the 1-2-3 file format. 
VIP Professional™ is available for 
the Atari ST, Apple Ile, IIc, [lcs and 
Commodore Amiga. 


Available at your local Atari dealer. 


MichTron's new additions for 
your GFA library... 


Object you will 


ble’ prop ; will 

you JA A re es of such depth and « C& YO 
Deb 7 Bs iereate | | a Teach Pu eC ce antics none. 
is ; oa : : 


rycen ist. files f | y 1e oe iB 

programs. | i te ly accompl lished. 
i i) uiCal ilocos robis ous execu adda 

Function Key Box ° z oct light Sous 

Help Text Box : | ones sak faces can alsolbe fi 


Custoa Designed 


Long Style Box Ho toyp produce a solid look. 


Radio Button Box 


exe a { File Edit Had+Block Options 
sg Rotate object 


Displace object 


Credits Box 


Central projection 
Vanishing poiat 
Centre of rotation 
ight source 


just to I 
BASIC’ just 
pane ‘Ot 6 igi: coe eo Most jl = 
objects can be sa) 2 Nestor lek For 
in GHA BASIC 


Michiron* 


For more information 576 S. Telegraph 
on these or other programs, Pontiac, Michigan 48053 Dealer inquiries welcome. 
ask for our latest catalog! (313) 334-5700 Visa and Mastercard accepted. 


